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Dire BEAR 


Lorge beost, unaligned 


Armor Class 71 (Natural Armor) 
Hit Points 85 (9d 10 + 36) 
Speed 40 ft., climb 30 ft. 


STR 
23 (+6) 


DEX 
10 (+0) 


CON 
18 (+4) 


INT 
2 (-4) 


WIs 
13 (+1) 


CHA 
5 (-3) 


Skills Perception +3, Survival +3 
Condition Immunities frightened 
Senses passive Perception 13 
Languages - 

Challenge 3 (700 xP) 


Keen Smell. 
The bear has advantage on Wisdom (Perception) checks that rely 
on smell. 


ACTIONS 
| Bite. Melee Weapon Attack: +8 to hit, reach 5 ft, one creature. Hit: 10 
(1d8+6) piercing damage. 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. Hit: 9 
| (1d6+6) slashing damage. 


| Multiattack. The Dire Bear makes three attacks, one with its bite 
and one with each of its claws. 
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War BEAR 


Large beost, unaligned 


Armor Class 18 (Plate Armor) 
Hit Points 85 (9d 10 + 36) 
Speed 40 ft., climb 30 ft. 


STR 
23 (+6) 


DEX 
10 (+0) 


CON 
18 (+4) 


INT 
2(4) 


Wis 


13 (+1) 5 (-3) 


Skills Perception +3, Survival +3 
Condition Immunities frightened 
Senses passive Perception 13 
Languages - 

Challenge 4 (1100 XP) 


Keen Smell. 
The bear has advantage on Wisdom (Perception) checks that rely 
onsmell. 


Trained. 


The War Bear is trained to obey the commands of its master and 
understands a single language. 


ACTIONS 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. Hit: 9 
(1d6+6) slashing damage. 


Multiattack. The War Bear makes two attacks, one each of its claws. 
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Dire Beaver 


Few creature are more feared by lumberjacks 
and woodsman than the Dire Beaver. This 
creature is always searching for more timber 
to add to its massive lodge. Just a couple of 
them can clearcut swathes of forest and rob 
those in the lumber trade of their livelihoods. 
When challenged these creatures 
attack with their oversized buckteeth and 
heavy tail. Using the appendage like a club to 


bludgeon foes. 
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Dire BEAVER 


Large beost, unaligned 


Armor Class 11 (Natural Armor) 
Hit Points 34 (4d10 + 12) 
Speed 40 ft., burrow 10 ft., swim 30 ft. 


STR DEX CON INT wis CHA 
18(+4) 10(+0) 16 (+3) 2 (4) 13 (+1) 5 (-3) 


Skills Survival +3 

Condition Immunities frightened 
Senses passive Perception 11 
Languages - 

Challenge 1 (200 XP) 


Woodcracker. 

Creatures with the plant type are Vulnerable to damage from the 
Dire Beaver's bite attack. Creatures wearing wooden armor must 
succeed a DC 12 Constitution saving throw when struck by the Dire 
Beaver's bite attack, a failure resulting in the armor being damaged 
and losing a cumilitive permanent -1 AC. If the armor's AC is 
reduced to 10 itis destroyed. 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., Single Target. Hit: 13 
(2d8+4) piercing damage. 


Tail Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., Single Target. 


Hit: 7 (1d6+4) bludgeoning damage. 
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Boc Lorpb 


Huge fey, chaotic neutral 


Armor Class 13 (Natural Armor) 
Hit Points 144 (17d10 +51) 
Speed 40 ft., climb 40 ft., swim 40 ft. 


STR DEX CON INT wis CHA 

18 (+4) 12 (+1) 16 (+3) 14 (+2) 16 (+3) 8 (-1) 
NN EEeEEEEEEEEEEEEEE——————— 
Saving Throws Wis +6 
Skills Animal Handling +6, Arcana +5, Deception +2, Insight +6, 
Medicine +6, Perception +6, Persuasion +2, Stealth +4, Survival +6 
Damage Immunities poison 
Damage Resistances acid, psychic 
Condition Immunities charmed, frightened, poisoned 
Senses darkvision 60 ft. passive Perception 13 
Languages Aquan, Common, Deep Speech, Sylvan 
Challenge 8 (3900 XP) 


anne 


Amphibious. 
The Bog Lord can breathe both air and water. 


Magic Resistance. 
The Bog Lord has advantage on saving throws against spells and 
other magical effects. 


Spellicasting. The bog lord is a 10th-level spellcaster. Its spellcasting 

ability is Wisdom (spell save DC 14, +6 to hit with spell attacks). The 

bog lord has the following druid spells prepared: 

Cantrips (at will): Druidcraft, Poison Spray, Resistance 

ist level (4 slots): Animal Friendship, Charm Person, Create or 

Destroy Water, Detect Magic, Detect Poison and Disease, Entangle, Fog 

yy ' Cloud 
2nd level (3 slots): Animal Messenger, Enhance Ability, Hold Person, 

Pass Without Trace, Protection from Poison 


B og Lord 3rd level (3 slots): Conjure Animals, Dispel Magic, Plant Growth, 
Water Walk 

A powerful creature of the fey the Bog Lord; as 4th level (3 slots): Blight, Confusion, Conrol Water 

it has become known, is a massive amphibian 5th level (2 slots): Commune with Nature, Contagion, Insect Plague, 


Reincarnate 


that embodies the fetid, putrid parts of nature. 
Where a Bog Lord takes roost the marshlands ACTIONS 


will spread and consume once fertile land, Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature. Hit: 13 
(2d8+4) bludgeoning damage. 


covering all in a fetid swamp. 


The Bog Lord is not an evil being but Multiattack. The Bog Lord makes 3 attacks during its turn. 2 with 
: ‘ its bite and 1 with its tongue lash. 
it cares little for mortals and lest they have 


: 4 : f Ve ttack: +4 i ft., 
something to offer will be of little help to them. Tongue Lash. emnges Weapon Attack: +4 to hit, range 30 ft., one 
creature. Hit: 3 (1d6) acid damage. A creature hit by this attack 


More likely to snatch them up with its tongue must make a DC 15 Strength saving throw or be grappled.A 


and feast on their flesh. If it can be bargained grappled creature is immediately pulled ot the Bog Lord and the 
Bog Lord may make an immediate bite attack against it. The 


with the Lord is a knowledgable being capable 


i grappled creature may attempt this saving throw on their turn as 
of a gret many things. an action to break free. 
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Cerberus 


Commonly used as guard dogs by devils, 


demons, and elritch creatures. Cerberus are 
large three-headed canines with powerful jaws 
and ties to the hells. 


CERBERUS 


Lorge beast, lowful evil 


Armor Class 14 (Natural Armor) 
Hit Points 127 (15d10+ 45) 
Speed 40 ft. 


STR DEX CON INT WwIs CHA 

16 (+3) 14 (+2) 16 (+3) 8 (-1) 13 (+1) 10 (+0) 
EEE 
Saving Throws Str +5, Con +5 
Skills Athletics +6, Intimidation +3, Perception +4, Survival +4 
Damage Resistances necrotic, poison, psychic 
Senses passive Perception 14 
Languages Abyssal, Infernal 
Challenge 5 (1800 XP) 
Le 


Hold Breath. 
The Cerberus can hold its breath for up to 1 hour. 


Keen Senses. 
The Cerberus has Advantage on Wisdom (Perception) checks 


Multiple Heads. | 
The Cerberus has three heads. While it has more than one head, 
the Cerberus has advantage on saving throws against being 
blinded, charmed, deafened, frightened, 
stunned, and knocked unconscious. 


Reactive Heads. 
For each head past the first one, the Cerberus gains an additional 
Reaction which can only be used for opportunity attacks. 


Wakeful. 
while the Cerberus sleeps, at least one head remains alert. 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., Single Target. Hit: 12 


2d8+3) piercing damage. 


tiattack. The Cerberus has a number of attacks equal to its 


-— a — — 
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SHADOWFIRE CERBERUS 


Lorge fiend, lawful evil 


Armor Class 15 (Natural Armor) 
Hit Points 136 (16d 10 + 48) 
Speed 40 ft. 


STR DEX CON INT wIs CHA 
16 (+3) 14 (+2) 16 (+3) 8 (-1) 13 (+1) 14 (+2) 


Saving Throws Str +5, Con +5 

Skills Athletics +6, Intimidation +3, Perception +4, Survival +4 

Damage Immunities bludgeoning, piercing and slashing damage 
from nonmagical weapons, fire 

Damage Resistances necrotic, poison, psychic 

Senses passive Perception 14 

Languages Abyssal, Deep Speech, Infernal 

Challenge 8 (3900 XP) 

Sr 


Heated Body. A creature that touches the Cerberus or hits it with a 
melee attack while within 5 feet of it takes 5 (1d 10) fire damage. 


Hold Breath. The Cerberus can hold its breath for up to 1 hour. 


Keen Senses. The Cerberus has Advantage on Wisdom (Perception) 
checks 


Multiple Heads. The Cerberus has three heads . While it has more 
than one head, the Cerberus has advantage on saving throws 
against being blinded, charmed, deafened, frightened, stunned, 
and knocked unconscious. Only the Cerberus central head may 
spelicast. 


Reactive Heads. For each head past the first one, the Cerberus 
gains an additional Reaction which can only be used for 
opportunity attacks. 


Shadowmeld. The Cerberus creates darkness in a 10-foot radius. 


Wakeful. While the Cerberus sleeps, at least one head remains 
alert. 


Spellcasting. The shadowfire cerberus is a 5th-level spellcaster. Its 
spellcasting ability is Charisma (spell save DC 13, +5 to hit with spell 
attacks). The shadowfire cerberus has the following warlock spells 
prepared: 

Cantrips (at will): Contro/ Flames, Create Bonfire, Firebolt 

ist level (4 slots): Burning Hands, Hellish Rebuke, Hex 

2nd level (2 slots): Darkness, Ray of Enfeeblement, Scorching Ray 

3rd level (2 slots): Dispel Magic, Fear, Fireball 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., Single Target. Hit: 12 
(2d8+3) piercing damage. 


Multiattack. The Cerberus has a number of attacks equal to its 
number of heads. 
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ShadowFire Cerberus 


Among the more powerful breeds of Cerberus 
is the ShadowFire. It's sleek black body is 
completely hairless and it skin seems to seep 
caustic darkness about it. These powerful 
beasts are used by greater fiends as watchdogs 
and hunting beasts. Prized for their innate 


magical talents and powerful build. 


HellWarp Cerberus 


The HellWarp Cerberus is another rare breed. 
What it lacks in raw power it makes up for 
with its ability to spit gouts of searing hellfire. 
It's most powerful and namesake power 
though is its ability to generate gateways to 
cover large swaths of area in an instant. 
Allowing it to take its foes off guard and tear 


them apart with itsjaws or immolate them with 


its flaming projectiles.. 


’ HELL Warp CERBERUS 


Large fiend, lowful evil 


Armor Class 14 
Hit Points 136 (16d1 
Speed 40 ft. 


Saving Throws ° 
Skills Athletics +6, 
Damage Resistances 
Senses p 
Languages 
Challenge 6 
SS 


Hold Breath. The Cerberus can hold its breath for up to 1 hour. 


Keen Senses. The Cerberus has Advantage on Wisdom (Perception) 
checks 


Multiple Heads. The Cerberus has three heads . While it has more 
than one head, the Cerberus has advantage on saving throws 
against being blinded, charmed, deafened, frightened, 

stunned, and knocked unconscious. 


Reactive Heads. For each head past the first one, the Cerberus 
gains an additional Reaction which can only be used for 
opportunity attacks. 


Wakeful. While the Cerberus sleeps, at least one head remains 
alert. 


ACTIONS 


Bite. Melee Weapon Attack +6 to hit, reach 5 ft., Single Target. Hit: 12 
(2d8+3) piercing damage. 


Multiattack. The Cerberus has a number of attacks equal to its 
number of heads. 


Hell Gate. As a bonus action, the Cerberus can magically teleport 
anywhere it can see within 100 feet. 


Hellfire. Ranged Weapon Attack: +5 to hit, range 40/100 ft., one 
target. Hit: 7 (3d4) fire damage. 


7 
- 
LZ 


4, hy S81ya Wei a. 


a 


Crabs 


SWARM OF CRABS 


Medium beast, unaligned 


| CorRAL CURMUDGEON 


Large monstrosity, unaligned 


Armor Class 16 (Natural Armor) 
Hit Points 144 (17d10 + 51) 
Speed 30 ft., burrow 15 ft., swim 30 ft. 


STR DEX CON INT WIS 

20 (+5) 12 (+1) 17 (+3) 9 (-1) 10 (+0) 2 (-4) 

Se 

Skills Animal Handling +3, Athletics +8, Intimidation -1, Stealth 
+4, Survival +3 

Damage Immunities acid 

Damage Resistances cold 

Damage Vulnerabilities lightning 

Condition Immunities charmed, deafened, frightened 

Senses blindsight 30 ft., passive Perception 10, tremorsense 30 
ft. (underwater only) 

Languages Aquan, Deep Speech 

Challenge 6 (2300 XP) 


Amphibious. The Coral Curmudgeon can breathe air and water. 


Coral Shell. A creature or water vessel that touches the Coral 
Curmudgeon or hits it with a melee attack while within 5 feet, 
takes 5 (2d4) acid damage. 

Additionally, the Coral Curmudgeon has advantage on 
Dexterity (Stealth) checks within coral or reefs. 


Scuttler. The Coral Curmudgeon can grapple large or smaller 
vessels. 


Siege Monster. The Coral Curmudgeon deals double damage 
to objects and structures. 


ACTIONS 


Multiattack. The Coral Curmudgeon makes 2 attacks. 


Pincer. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 14 (2d8+5) bludgeoning damage plus an additional 5 (2d4) 
acid damage. In addtion a creature hit is grapped (escape DC 
15) so long as the Coral Curmudgeon is not grappling two 
other creatures. 


Stomp. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 16 (2d10+5) bludgeoning damage plus an additional 5 (2d4) 
acid damage. 


Armor Class 14 (Natural Armor) 
Hit Points 27 (5d8 + 5) 
Speed 20 ft., swim 30 ft. 


STR 
5 (-3) 


DEX 
14 (+2) 


CON 
12 (+1) 


INT 
1 (-5) 


WIS 
10 (+0) 


CHA 
3 (-4) 


Skills Stealth +4 

Damage Resistances bludgeoning, piercing, and slashing 

Condition Immunities charmed, frightened, grappled, 
paralyzed, petrified, restrained, stunned 

Senses blindsight 30 ft., passive Perception 10 

Languages - 

Challenge 1/2 (100 XP) 


Scuttling Mass. The Swarm is treated as difficult terrain for 
medium or larger creatures. 


Swarm. The Swarm can occupy another creature's space and 
vice versa, and the swarm can move through any opening 
large enough for a tiny beast. The Swarm cannot regin hit 
points or gain temporary hit points. 


ACTIONS 


Many Pincers. Creatures within 5 feet of the swarm must make 
a DC 13 Dexterity saving throw. On a failed save a creature 
takes 5 (2d4) bludgeoning damage, or half that much on a 
success. 


Dire CRAB 


Medium beast (dire), unaligned 


Armor Class 16 (Natural Armor) 
Hit Points 33 (6d8 + 6) 
Speed 30 ft., swim 30 ft. 


STR 
17 (+3) 


DEX 
15 (+2) 


CON 
13 (+1) 


INT 
2 (-4) 


Saving Throws Str +5 

Skills Stealth +4, Intimidation -3 

Condition Immunities frightened 

Senses blindsight 30 ft., passive Perception 9 
Languages - 

Challenge 1/2 (100 XP) 


Amphibious. The Dire Crab can breathe air and water. 


m ACTIONS 


Pincer. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. 
Hit: 6 (1d6+3) bludgeoning damage and the target is grappled 
(escape DC 13), so long as the Dire Crab is not already 
grappling 2 creatures. 


Multiattack. The Dire Crab makes 2 attacks. 


Art hy Gran Kashubo 
CYGomebraw by firchringerazel 


Coral Curmudgeon 


This monstrous crab makes its home deep 
within coral reefs where it generally keeps to 
itself. When its home is disturbed this 
cantankerous coast dweller emerges to 
assault the disruptive influence with impunity. 
Capable of grabbing and crushing small 
vessels with its powerful pincers. 

Just as dangerous as the crab itself is 
the coral growing all over its shell. This 
growth produces acidic excretions that harm 
any who would come into contact with the 
beast. 


Shore Terror 


Among the terrors that stalk the shoreline, 
these massive crab creatures are one of the 
worst. The Shore Terror as it is commonly 
known stalks both air and sea, navigating the 
sky and waves with its poweful manta like 
wings. Its favored way to finish its prey is to 
grab them in its powerful pincers and carry 
them high into the air whilst biting it with 
their beak before dropping them to the 


unforgiving earth below. 
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SHORE TERROR 


Large monstrosity, unaligned 


Armor Class 17 (Natural Armor) 
Hit Points 127 (15d10 + 45) 
Speed 25 ft., burrow 10 ft., fly 50 ft., swim 30 ft. 


STR DEX CON INT wIs CHA 
20(+5) 13(+1) 16(+3) 11(+0) 14(+2) 8 (-1) 
rr 

Skills Intimidation +2, Survival +5 

Damage Resistances cold, poison 

Condition Immunities deafened, frightened 

Senses passive Perception 12, tremorsense 30 ft. (underwater 
only) | 

Languages Aquan 

Challenge 6 (2300 XP) 


— 


Amphibious. The Shore Terror can breathe air and water. 


Feast. The Shore Terror has advantage on Beak attacks against | 
creatures it has grappled. 


Flyby. While flying, the Shore Terror ignores attacks of 
opportunity 


Innate Spellcasting. The shore terror’s spelicasting ability is 
Wisdom (spell save DC 13). The shore terror can innately cast 
the following spells, requiring no material components: 

At will: Gust. Shape Water 


1/day each: Fog Cloud a 
AcTIONS ‘ 


Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. _ 
Hit: 16 (2d10+5) piercing damage plus an additional 5 (2d4) 
cold damage. 


Multiattack. The Shore Terror makes 2 attacks with its Pincer 
and 1 with its Beak. 


Pincer. Melee Weapon Attack: +6 to hit, reach 10 ft., one target. 

Hit: 12 (2d6+5) bludgeoning damage. The target is grappled 

(escape DC 15) if it is a Large or smaller creature and the Shore 

Terror doesn't have two other creatures grappled. ZA 
i 


y 


REACTIONS 


Drop. The Shore Terror tosses a creature it has grappled while 
flying. The creature takes falling damage as normal (1d6 for 
every 10 feet fallen). 


a 
“oe 


a 


MDIINGHA#A 


Draconians 


The Draconians are a species of draconic 
psuedo-humanoids created through the 
corruption of dragon eggs. They are split into a 
number of sub-species, generally determined 
by the type of dragon egg that was used to 
create them. 

Takhisis began the experimentation 
that would eventually create the draconians 
but the process was refined by the mage 
Wyrllish and the ancient red dragon Harkiel. 

The draconians were used by the 
dragon highlords as crack troops during the 
war of the lance. Due to their connection to 
the dragons, they were utterly immune to 
dragonfear and practically worshipped evil 
dragons. They made excellent soldiers as they 
were more likely to follow orders than 
creatures like ogres or goblins and some of 
their kind were skilled in the arcane and 
divine magic arts. Draconians are immune to 
human diseases and are rumored to have 
lifespans of up to one thousand years. 

The types of Draconians are Aurak, 
Baaz, Bozak, Kapak, Sesk, Sivak, and Traag. 


Sesk Draconian 


Sesk Draconians were second only to the 
Traag Draconian and were considered failures 
by Takhisis. They were a product of the 
earliest experiments with the process of 
creating draconians from silver dragon eggs 
and are the predecessor to the Sivak 
Draconians. 

The Sesk suffer from malformation. 
They are small and weak compared to all 
others of their kind. They stand only four to 
five feet tall and are hunched over. They have 
silver scales and a short stubby tail. Their 
bodies are misshapen, lack agility, and make 
poor fighters. They rely on their treacherous 
nature to overtake enemies with traps and 
ambushes. 

Sesk survived their abandonment by 
migrating eastward and forging alliances with 


the Hurdu of the Steamwall Mountains. 


Ant fiom ASIESD Monster Manual 
SComchrew Ly firchringcrazal 


SEsK DRACONIAN 


Medium dragon (draconian), neutral evil 


Armor Class 14 (Natural Armor) 
Hit Points 39 (6d8 + 12) 


Speed 25 ft. 
STR DEX CON INT WIS CHA 
12 (+1) 15 (+2) 14 (+2) 11 (+0) 12 (+1) 7 (-2) 


Skills Perception +3, Stealth +4, Survival +3 
Senses darkvision 60 ft., passive Perception 13 
Languages Common, Draconic 

Challenge 1/2 (100 XP) 


Death Shrivel. When the Sesk Draconian is reduced to 0 hit 
points, its body dehydrates rapidly and collapses in upon itself 
before crumbling to silvery powder. 


ACTIONS 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
4 (1d4+2) slashing damage. 


Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft., or 
range 20/60 ft., one target. Hit: 4 (1d4+2) piercing damage. 


Shortbow. Ranged Weapon Attack: +4 to hit, range 80/320 ft., Hit: 
5 (1d6+2) piercing damage. 


Sling. Ranged Weapon Attack: +4 to hit, range 30/120 ft., one 
target. Hit: 4 (1d4+2) damage. 


Traag Draconian 


Spawned from brass dragon eggs, the Traag 
Draconians were among the first attempts at 
the process of creating draconians by Takhisis. 
They are the predecessor to the Baaz 
Draconians. 

A large number of Traag Draconians 
were created for use in the dragon armies but 
were soon found to be too flawed to serve the 
purpose they were meant for. This is due to 
the fact that Traag are inherently cowardly, few 
of them were produced from each egg, and 
they had a tendency to go berserk and attack 
anything seemingly at random. 

Traag Draconins are emaciated and 
gangly with brass coloration, long powerful 
tails, and pronounced snouts. Their claws are 
longer and more wicked than those of their kin. 

The Traag were deemed a failed 
prototype and sent to Taladas by Takhisis 
rather than be bothered to put the thousands 
of them that had been created to death. From 
Taladas the Traag migrated to the region of 
Old Aurim where they battle the Hobgoblins 
for dominance. 
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TRAAG DRACONIAN 


Medium dragon (draconian), chaotic evil 


| Armor Class 14 (Natural Armor) 


Hit Points 84 (13d8 + 26) 


Speed 25 ft. 
STR DEX CON INT WIs CHA 
14 (+2) 11 (+0) 14 (+2) 13 (+1) 13 (+1) 7 (-2) 


Skills Athletics +2, Survival +2 


| Senses darkvision 60 ft., passive Perception 11 


Languages Common, Draconic 
Challenge 3 (700 XP) 


Berserk Fury. Once the Traag Draconian is engaged in combat, 
it enters a state of blood frenzy. While in this state is is 
iimmune to being charmed and frightened, and gains the 
Reckless trait (shown below). 


Cowardly. The Traag Draconian will only engage an enemy if 
they believe they have an advantage in numbers or 
enviroment. If they are attacked in a situation they do not have 
such an advantage they are more likely to run. In such 
situations they can dash as a bonus action on their turn. 


Death Rot. When the Traag Draconian is reduced to 0 hit 
points, its flesh bubbles up and rots rapidly leaving nothing but 
a slimy puddle behind. 


Reckless (Berserk Only). At the start of its turn, the Traag 
Draconian can gain advantage on all melee attack rolls during 
that turn, but attack rolls against it have advantage until the 
start of its next turn. 


ACTIONS 


Battle Axe. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 7 (1d10+2) slashing damage. 


Spear. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
6 (1d8+2) piercing damage. 


_ Talons. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 


Hit: 5 (1d6+2) slashing damage. 


Baaz Draconian 


Baaz Draconians are the smallest of the full- 
fledged draconians. Created from brass dragon 
eggs. Baaz are commonly used as rank and file 
ground troops by the dragon armies. Outside 
of military life Baaz commonly wear disguises 
with heavy cloaks and masks to conceal their 
true nature. They ussually employ easily 
concleaed weapons when not serving a 
militant function so that they are less noticable. 
‘ty : They are selfish and cunning creatures 
who value personal gain and survival. Despite 
this they are very loyal soldiers due to their 
natural devotion to dragons. 


Baaz DRACONIAN 


Medium dragon (draconian), any chaotic 


Armor Class 15 (Natural Armor) 
Hit Points 104 (16d8 + 32) 


Speed 30 ft. 
STR DEX CON INT wIs CHA 
14(+2) 15(+2) 14(+2) 9(-1)  13(+1) 1140) 


Saving Throws Dex +4 

Skills Athletics +4, Stealth +4, Intimidation +2 
Damage Resistances fire 

Senses darkvision 60 ft., passive Perception 11 
Languages Common, Draconic 

Challenge 3 (700 XP) 


Death Petrification. When the Baaz Draconian is reduced to 0 
hit points it turns to stone and crumbles to dust after 1 minute. 
The Petrified corpse of the Draconian has 30 hit points, is 
immune to psychic damage, has resistance to all other 
damage, and has magic resistance. 

If it is reduced to 0 hit points by a melee attack dealing 
slashing or piercing damage, the attacking creature must make 
a DC 14 Dexterity saving throw or have their weapon trapped 
in the Draconians petrified body. Any non-magical ammunition 
used in an attack that reduced the Baaz Draconian to 0 hit 
points is destroyed. A creature can attempt to remove a 
weapon from the corpse as an action requiring a DC 20 
strength check. 


Disguise. Many Baaz Draconians wear heavy cloaks or robes as 
well as masks that obscure their nature. They have advantage 
on checks to disguise themselves. If the Draconian uses its 
Flightless Wings trait, it loses this benefit until the start of its 
next turn. 


Magic Resistance. The Baaz Draconian has advantage on 
saving throws against spells and other magical effects. 


Flightless Wings. The Baaz Draconian can use its bonus action 
to extend its wings, leap into the air, and glide. It gains a flight 
speed of 30 feet when it does so but must end its movement 


| on the ground. If it cannot it falls. 


Additionally the Baaz Draconian can use its wings as a 
reaction anytime it would fall to glide to the ground at a rate of 
30 feet each turn. 


Sneak Attack. When the Baaz Draconian makes a weapon 
attack against a creature and has advantage or another 
friendly creature is within 5 feet of the target and that friendly 
creature is conscious, they can deal an additional 7 (2d6) 
damage with the attack. Only 1 attack each turn can benefit 
from this trait. 


ACTIONS 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
4 (1d4+2) slashing damage. 


Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft., or 
range 20/60 ft., one target. Hit: 4 (1d4+2) piercing damage. 


Short Sword. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 5 (1d6+2) piercing damage. 


| Multiattack. The Baaz Draconian makes 2 attacks. 
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Baaz DRACONIAN SOLDIER 


Medium dragon (draconian), any chaotic 


Armor Class 17 (Natural Armor & Shield) 
Hit Points 104 (16d8 + 32) 


Speed 30 ft. 
STR DEX CON INT WwIs CHA 
15 (+2) 15 (+2) 15 (+2) 9 (-1) 13 (+1) 11 (+0) 


Saving Throws Str +4, Dex +4, Con +4 

Skills Athletics +4, Intimidation +2, Stealth +4 
Damage Resistances fire 

Senses darkvision 60 ft., passive Perception 11 
Languages Common, Draconic 

Challenge 4 (1100 XP) 


Death Petrification. When the Baaz Draconian is reduced to 0 
hit points it turns to stone and crumbles to dust after 1 minute. 
The Petrified corpse of the Draconian has 30 hit points, is 
immune to psychic damage, has resistance to all other 
damage, and has magic resistance. 

If it is reduced to 0 hit points by a melee attack dealing 
slashing or piercing damage, the attacking creature must make 
a DC 14 Dexterity saving throw or have their weapon trapped 
in the Draconians petrified body. Any non-magical ammunition 
used in an attack that reduced the Baaz Draconian to 0 hit 
points is destroyed. A creature can attempt to remove a 
weapon from the corpse as an action requiring a DC 20 
strength check. 


Magic Resistance. The Baaz Draconian has advantage on 
saving throws against spells and other magical effects. 


Flightless Wings. The Baaz Draconian can use its bonus action 
to extend its wings, leap into the air, and glide. It gains a flight 
speed of 30 feet when it does so but must end its movement 
on the ground. If it cannot it falls. 

Additionally the Baaz Draconian can use its wings as a 
reaction anytime it would fall to glide to the ground at a rate of 
30 feet each turn. 


ACTIONS 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
4 (1d4+2) slashing damage. 


Spear. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft., or 
range 20/60 ft., one target. Hit: 5 (1d6+2) piercing damage. 


Spear (2H). Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 6 (1d8+2) piercing damage. 


Short Sword. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6+2) piercing damage. 


Multiattack. The Baaz Draconian makes 2 attacks. 


Shield Shove. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
creature. Hit: 4 (1d4+2) bludgeoning damage. On a hit the 
target is pushed 5 feet away from the Baaz Draconian Soldier. 


REACTIONS 

Guard Ally. When a friendly creature within 5 feet is attacked, 
the Baaz Draconian Soldier can use its reaction to give that 
creature +2 AC against that attack. 


$ 


Sivak Draconian 
The only Draconian capable of true flight, the 


Sivak are created from silver dragon eggs. 
Only the Aurak are more powerful than the 
Sivak. Sivak Draconians are larger than any of 
their kin with large powerful wings, a long 
armored tail, a powerful build, and silver 
scales. 

Sivak serve the dragon armies as spies 
or battlefield commanders. As the former they 
emply their unique ability to shapeshift by 
killing useful enemies and assuming their 
position to gather intelligence. As the latter 
they soar above their kin relaying orders and 
striking at the heart of enemy formations with 
their wicked weapon of choice; a barbed 
greatsword. 

The presence of a Sivak can boost the 
morale of other draconian soldiers greatly as 
they represent serve as mouthpiece for the 


dragon overlords. 


Kapak Draconian 


The Kapak Draconians are created from 


copper dragon eggs. Their most unique 


feature is their venomous saliva which makes 


SrvAK DRACONIAN 


Large dragon (draconian), neutral evil 


Armor Class 18 (Banded Armor) 
Hit Points 9 (1d10 +4) 
Speed 30 ft., fly 60 ft. 


STR DEX CON INT WISs CHA 
16 (+3) 16 (+3) 18 (+4) 16 (+3) 12 (+1) 14 (+2) 


Saving Throws Str +6, Dex +6, Con +7, Int +6, Wis +4, Cha +5 

Skills Athletics +6, Insight +4, Intimidation +5, Perception +4, 
Stealth +6 

Damage Immunities cold 

Senses darkvision 60 ft., passive Perception 14 

Languages Common, Draconic 

Challenge 6 (2300 XP) 


Death Shift. When the Sivak Draconian is reduced to 0 hit 
points; if a humanoid of large or smaller size was the source of 
the damage that reduced it to 0, it shapeshifts to assume the 
form of that creature. 

A humanoid creature who sees the corpse after it has 
assumed their form must make a DC 14 Charisma saving 
throw. On a failed save they are frightened of the corpse and 
suffer disadvantage on all Charisma ability checks for 1 minute. 


Magic Resistance. The Sivak Draconian has advantage on 
saving throws against spells and other magical effects. 


Rally [Draconian]. Draconian creatures within 30 feet of the 
Sivak Draconian are immune to being frightened. 


Shape Steal. When the Sivak Draconian kills a humanoid of 
large or smaller size, it can choose to shapeshift into that 
creatures form. Their statistics do not change at all. When it 
does so it can imitate that creature's voice perfectly. When 
shapeshifted in this manner the Draconian is still considered to 
be of the Dragon type. The Sivak Draconian can return to its 
natural form during its turn (does not require an action). The 
Sivak Draconian can retain this form indefinitely unless it is 
reduced to 0 hit points. 


ACTIONS 


Barbed Sword. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 10 (2d6+3) slashing damage. Living creatures hit by 
this weapon take an additional 2 (1d4) damage from bleeding. 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 5 (1d4+3) slashing damage. 


Multiattack. The Sivak Draconian makes 3 attacks. 1 of which 
can be its tail. 


Short Sword. Melee Weapon Attack: +6 to hit, reach 5 ft., Hit: 6 
(1d6+3) piercing damage. 


Tail. Melee Weapon Attack: +6 to hit, reach 10 ft., one target. Hit: 
7 (1d8+3) bludgeoning damage. A creature hit by this attack 
must make a DC 13 Strength saving throw. On a failed save 
they are knocked prone. 


them superb assassins. They 
are taller than an average 
human with flightless wings 


and dull coppery scales. 
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Kapak Draconians prefer to catch their 
enemies unaware or lure them into traps and 
ambushes. 


KaApPAK DRACONIAN 


: Medium dragon (draconian), lawful evil 


Armor Class 16 (Natural Armor) 
Hit Points 110 (17d8 + 34) 


Speed 20 ft. 
STR DEX CON INT WIS CHA 
16(+3) 13(+1) 15(+2) 12(+1) 12(+1) 10(+0) 


a 
Saving Throws Str +5, Con +4 
Skills Athletics +5, Intimidation +2, Perception +3, 
Stealth +3 
Damage Immunities acid 
Damage Resistances poison 
Condition Immunities poisoned 
Senses darkvision 60 ft., passive Perception 13 
Languages Common, Draconic 
Challenge 4 (1100 XP) 


Death Liquefy. When the Kapak Draconian is reduced to 
0 hit points its entire body liquifies and turns into acid. 
All creatures within 5 feet must make a DC 14 Dexterity 
saving throw. On a failed save they suffer 22 (4d10) acid 
damage. On a success they suffer half as much. Any 
non-magical ammunition used in an attack that reduced 
the Kapak Draconian to 0 is destroyed. Any non-magical 
weapon used in an attack that reduced the Kapak 
Draconian to 0 suffers a permanent -1 penalty to its 
damage. 

The acidic remains of the Draconian form a pool 
in the 5 foot square they occupied and remain for 1 
hour. Any creature that moves through or ends its 
movement in that space suffers 5 (2d4) acid damage. 


Flightless Wings. The Kapak Draconian can use its bonus 
action to extend its wings, leap into the air, and glide. It 
gains a flight speed of 30 feet when it does so but must 
end its movement on the ground. If it cannot it falls. 

Additionally the Kapak Draconian can use its 
wings as a reaction anytime it would fall to glide to the 
ground at a rate of 30 feet each turn. 


On All Fours. The Kapak Draconian can drop to all fours 
and run in that manner on its turn (requiring no action), 
gaining a movement speed of 40 feet that turn. When it 
does so it cannot carry weapons. 


Sneak Attack. When the Kapak Draconian makes a 
weapon attack against a creature and has advantage or 
another friendly creature is within 5 feet of the target 
and that friendly creature is conscious, they can deal an 
additional 7 (2d6) damage with the attack. Only 1 attack 
each turn can benefit from this trait. 


Venomous. The Kapak Draconian has venomous Saliva. 
They can lick their weapon as a bonus action on their 
turn, coating it with poison for a single attack. A weapon 
poisoned in this manner deals an additional 1d6 poison 
damage and a creature damage by it must make a DC 
14 Constitution saving throw or be poisoned for 1 
minute. 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
creature. Hit: 5 (1d4+3) piercing damage. This attack 
deals an additional 1d6 poison damage. A creature hit 
must make a DC 14 Constitution saving throw. On a 
failed save they are poisoned for 1 minute. 


Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 6 (1d6+3) slashing damage. 


Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 
5 ft., or range 20/60 ft., one target. Hit: 5 (1d4+3) 
piercing damage. 


Short Sword. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 6 (1d6+3) piercing damage. 


Sling. Ranged Weapon Attack: +3 to hit, range 30/120 ft., 
Hit: 3 (1d4+1) bludgeoning damage. 


Multiattack. The Kapak Draconian makes 2 attacks. 
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Bozak Draconian 


The second most magical of their kin, Bozak 
Draconians universally have a knack for the 
arcane. Created from bronze dragon eggs 
Bozak have scales of bronze that gleam in the 
light. They are average in both size and bulk 


among their kin, but their mystical talents 


make up for their lack of physical prowess. 
Bozak are cruel and merciless, only 


sparing lives if they stand to gain from it. 
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BozaAk DRACONIAN 


Medium dragon (draconian), lawful evil 


Armor Class 16 (Na 


Hit Points 13 
Speed 30 ft., fly 

a _ a 

STR DEX CON INT WIS CHA “4 A 

——___ ir 
Saving Throws Str +4 + S +6, Cha + by ; 
Skills Arcana +5, Perce e +5, Re +5 
Damage Resistances 
Senses darkvision 60 ft., | Percept < 
Languages Common, Draconic 
Challenge 5 (1800 XP 


Death Disintegration. When the Bozak Draconian is reduced to 
0 hit points its body begins to disintegrate. The process takes 1 
round and leaves only their bones. At the start of what would 
be the Bozak Draconian's next turn, its bones then explode. 
Creatures within 10 feet must make a DC 14 Dexterity saving 
throw. On a failed save they suffer 10 (3d6) force damage and 
are pushed 5 feet away. On a success they suffer half the 
damage and are not pushed. 


Evocation Savant. When a creature succeeds on a saving throw 
against a damaging cantrip cast by the Bozak Draconian, they 
suffer half the spell's damage instead of none. 

When the Bozak Draconian casts an evocation spell with 
an area of effect, they can choose a number of creatures equal 
to 1 + the spell's level to automatically succeed on their saves 
against the spell and take no damage from it (even if they 
normally would take damage on a success). 


Spellicasting. The bozak draconian is a 8th-level spellicaster. Its 
spellcasting ability is Intelligence (spell save DC 14, +6 to hit 
with spell attacks). The bozak draconian has the following 
wizard spells prepared: 

Cantrips (at will): Thunderclap, blade ward, fire bolt. 


prestidigitation, shocking grasp Aurak Draconian 
1st level (4 slots): Absorb Elements, False Life, Tenser's Floating 

Disk, detect magic, magic missile, thunderwave, witch bolt The most powerful of their kind, the Aurak 
2nd level (3 slots): Alter Self, Dragon's Breath, blur, hold person, Draconians are all magically talented like 


ray of enfeeblement, scorching ray 


3rd level (3 slots): Thunder Step, counterspell, dispel magic, 4 ; 
lightning bolt only weakness in comparison to other 


4th level (2 slots): Conjure Minor Elementals, Storm Sphere draconians is their distinct lack of wings. 


Bozak but are also physically powerful. Their 


Aurak are created from gold dragon eggs. 
Aurak are around 7 feet tall with lithe but 


powerful frames and bright golden scales. 


Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 


4 (1d4+2) slashing damage. 3 
All Aurak posses shapechanging 
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., Hit: 4 (1d4+2) 


piercing damage capabilities, innate magical powers as well as 


the ability to harness arcane or divine magic, 
Multiattack. The Bozak Draconian makes 2 attacks, one of 
which may be a bite. 
———————————————— they were commonly employed as special 


operatives by the dragon highlords. 


and have enhanced senses. For these reasons 


Aurak priests of Takhisis are rarer than 
their arcane brethren but weild the terrifying 
divine powers of their matron with cunning 


and immeasurable cruelty. 
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AURAK DRACONIAN 


Medium dragon (draconian), lawful evil 


Armor Class 17 (Natural Armor) 
Hit Points 90 (12d8 + 36) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
18(+4) 10(+0) 16(+3) 18(+4) 12(+1) 14(+2) 


Saving Throws Str +7, Dex +4, Con +6, Int +7, Wis +4, 
Cha +5 

Skills Arcana +7, Athletics +7, Intimidation +5, 
Perception +4 


| Senses blindsight 10 ft., darkvision 60 ft. passive 


Perception 11 
Languages Common, Draconic 


Challenge 8 (3900 XP) 


Death Conflagration. When the Aurak Draconian is 
reduced to 0 hit points, it does not die or go 
unconscious and immediately regains half of its 


/ maximum hit points (45). 


Until it is reduced to 0 hit points again it enters a 
berserk frenzy and its entire body is wreathed in flames. 
It gains all of the following benefits during this time: It 
has advantage on all Strength based melee attacks. All 


| melee attacks made by the Aurak Draconian deal an 


additional 5 (1d10) fire damage. Whenever a creature 
hits the Aurak Draconian with a melee attack within 5 
feet they suffer 5 (1d10) fire damage. Creatures have 
advantage on attacks against the Aurak Draconian. 

Once the Aurak Draconian is reduced to 0 hit 
points a second time, its body is consumed by the 
flames and it transforms into a medium ball of lightning. 
This orb will follow the creature who reduced the Aurak 
Draconian to 0 hit points with a speed of 30 feet. Any 
creature that moves through it or ends its movement in 
the same space as the orb suffers 7 (2d6) lightning 
damage. The orb remains for 3 rounds. At the end of its 
turn on the 3rd round it explodes. All creatures within 10 
feet must make a DC 16 Dexterity saving throw. Ona 
failed save they suffer 28 (8d6) thunder damage. On a 
success they take half as much damage. Additionally any 
unsecured objects within 10 feet are sent flying 30 feet 
directly away from the explosion. Creatures within 300 
feet can hear the explosion. 


Keen Hearing And Smell. The Aurak Draconian has 
advantage on Wisdom (Perception) checks that rely on 
hearing or smell. 


Magic Resistance. The Aurak Draconian has advantage 
on saving throws against spells and other magical 


| effects. 


Mystic Senses. The Aurak Draconian is immune to 
illusion effects. 
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Shapechange (3 Uses). The Aurak Draconian can change 
its shape as an action on its turn. When it does so it can 
change to resemble any humanoid of medium size. Its 
statistics do not change when it does so. When they do 
so they can imitate the voice and speech patterns of the 
chosen form perfectly. This lasts for up to 10 minutes, or 
until the Aurak Draconian ends it as a bonus action on 
their turn. 


Wild Shape (1 Use). The Aurak Draconian can shapeshift 
into the form of a small, medium, or large Beast that it 
has seen before with a CR of 2 or less as an action on its 
turn. This transformation lasts until the Aurak Draconian 
is reduced to 0 hit points, at which point it reverts to its 
normal form at the same amount of hit points it had 
before transforming. It can also end the transformation 
on its turn as a bonus action. 


Innate Spellcasting. The aurak draconian’s spellcasting 
ability is Intelligence (spell save DC 15). The aurak 
draconian can innately cast the following spells, 
requiring no material components: 

At will: Suggestion 

3/day each: Dimension Door 


Spelicasting. The aurak draconian is a 8th-level 
spellcaster. Its spellcasting ability is Intelligence (spell 
save DC 15, +7 to hit with spell attacks). The aurak 
draconian has the following sorcerer spells prepared: 

Cantrips (at will): Shocking Grasp, Blade Ward, Fire Bolt, 
Light, Message, Prestidigitation 

1st level (4 slots): Burning Hands, Color Spray, Detect 
Magic, False Life, Feather Fall 

2nd level (3 slots): Enlarge/Reduce, Invisibility, Enhance 
Ability, Hold Person, Levitate, Scorching Ray 

3rd level (3 slots): Blink, Stinking Cloud, Counterspell, 
Fireball, Fly, Haste 

4th level (2 slots): Fire Shield, Confusion, Wall of Fire 


ACTIONS 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
creature. Hit: 7 (1d6+4) piercing damage. 


Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 6 (1d4+4) slashing damage. 


Magic Blast. Ranged Spell Attack: +7 to hit, range 20/60 
ft., one creature. Hit: 11 (2d6+4) force damage. 


Multiattack. The Aurak Draconian makes 3 attacks. 


Smoldering Breath (Recharge 5-6). The Aurak Draconian 
can exhale a cloud of noxious gas around itself as an 
action. When it does so all other creatures within 5 feet 
must make a Constitution saving throw. On a failed save 
they suffer 20 points of fire damage and are blinded for 
until the start of your next turn. On a successful save 
they take half as much damage and are not blinded. 


AURAK DRACONIAN PRIEST 


Medium dragon (draconian), lawful evil 


Armor Class 17 (Natural Armor) 
Hit Points 90 (12d8 + 36) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
18(+4) 10(+0) 16(+3) 16(+3) 18(+4) 14(+2) 


Saving Throws Str +7, Dex +4, Con +6, Int +7, Wis +4, 
Cha +5 
Skills Arcana +7, Athletics +7, Intimidation +5, 
Perception +4, Religion +7, Medicine +4 
Senses blindsight 10 ft., darkvision 60 ft. passive 
Perception 14 
| Languages Common, Draconic 
Challenge 8 (3900 XP) 


Death Conflagration. When the Aurak Draconian is 
| reduced to 0 hit points, it does not die or go 

unconscious and immediately regains half of its 

maximum hit points (45). 

Until it is reduced to 0 hit points again it enters a 
| berserk frenzy and its entire body is wreathed in flames. 
It gains all of the following benefits during this time: It 
has advantage on all Strength based melee attacks. All 
melee attacks made by the Aurak Draconian deal an 
additional 5 (1d10) fire damage. Whenever a creature 
hits the Aurak Draconian with a melee attack within 5 
feet they suffer 5 (1d10) fire damage. Creatures have 
advantage on attacks against the Aurak Draconian. 
Once the Aurak Draconian is reduced to 0 hit 

points a second time, its body is consumed by the 
flames and it transforms into a medium ball of lightning. 
This orb will follow the creature who reduced the Aurak 
Draconian to 0 hit points with a speed of 30 feet. Any 
creature that moves through it or ends its movement in 
the same space as the orb suffers 7 (2d6) lightning 
damage. The orb remains for 3 rounds. At the end of its 
turn on the 3rd round it explodes. All creatures within 10 
feet must make a DC 16 Dexterity saving throw. Ona 
failed save they suffer 28 (8d6) thunder damage. On a 
success they take half as much damage. Additionally any 
unsecured objects within 10 feet are sent flying 30 feet 
directly away from the explosion. Creatures within 300 
feet can hear the explosion. 


Keen Hearing And Smell. The Aurak Draconian has 
advantage on Wisdom (Perception) checks that rely on 
hearing or smell. 


Magic Resistance. The Aurak Draconian has advantage 
on Saving throws against spells and other magical 
effects. 


Mystic Senses. The Aurak Draconian is immune to 
illusion effects. 


Shapechange (3 Uses). The Aurak Draconian can change 
its shape as an action on its turn. When it does so it can 
change to resemble any humanoid of medium size. Its 
statistics do not change when it does so. Whentheydo | 
so they can imitate the voice and speech patterns of the 
chosen form perfectly. This lasts for up to 10 minutes, or 
until the Aurak Draconian ends it as a bonus action on 
their turn. 


Wild Shape (1 Use). The Aurak Draconian can shapeshift 
into the form of a small, medium, or large Beast that it 
has seen before with a CR of 2 or less as an action on its 
turn. This transformation lasts until the Aurak Draconian 
is reduced to 0 hit points, at which point it reverts to its 
normal form at the same amount of hit points it had 
before transforming. It can also end the transformation 
on its turn as a bonus action. 


Innate Spelicasting. The aurak draconian priest's 
spellcasting ability is Intelligence (spell save DC 14). The 
aurak draconian priest can innately cast the following 
spells, requiring no material components: 

At will: Suggestion 

3/day each: Dimension Door 


Spellcasting. The aurak draconian priest is a 8th-level 
spellcaster. Its spellcasting ability is Wisdom (spell save 
DC 15, +7 to hit with spell attacks). The aurak draconian 
priest has the following cleric spells prepared: 

Cantrips (at will): Guidance, Resistance, Thaumaturgy, 
Toll the Dead 

1st level (4 slots): Bane, Bless, Charm Person, Cure 
Wounds, Healing Word, Inflict Wounds 

2nd level (3 slots): Aid, Continual Flame, Darkness, Hold 
Person, Shadow Blade, Spiritual Weapon 

3rd level (3 slots): Bestow Curse, Dispel Magic, Fear, Life 
Transference 

4th level (2 slots): Banishment, Evard's Black Tentacles, 
Freedom of Movement, Shadow of Moil 


ACTIONS 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
creature. Hit: 7 (1d6+4) piercing damage. 


Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 6 (1d4+4) slashing damage. 


Magic Blast. Ranged Spell Attack: +7 to hit, range 20/60 
ft., one creature. Hit: 11 (2d6+4) force damage. 


Multiattack. The Aurak Draconian makes 3 attacks. 


Smoldering Breath (Recharge 5-6). The Aurak Draconian 
can exhale a cloud of noxious gas around itself as an 
action. When it does so all other creatures within 5 feet 
must make a Constitution saving throw. On a failed save 
they suffer 20 points of fire damage and are blinded for 
until the start of your next turn. On a successful save 
they take half as much damage and are not blinded. 
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Young Adult Dragons 


Dragons who are not quite fully matured but 
have grown physically and mentally enough to 
no longer be considered young; ussually 
between the ages of 70 and 100 years of age, 
are exceptionally dangerous adversaries. Not 
only are they nearing the power of their adult 
kin but they are also prone to tantrums, 


outbursts, and pointless cruelty. 


Younc ADULT BLAcK DRAGON 


Huge dragon, chaotic evil 


Armor Class 18 (Natural Armor) 
Hit Points 147 (14d 12 + 56) 
Speed 40 ft,, fly 80 ft., swim 40 ft. 


STR DEX CON INT wis CHA 
20 (+5) 14 (+2) 18 (+4) 13 (+1) 12 (+1) 16 (+3) 

EE —————————————————————————————,,,,,,, 
Saving Throws Dex +6, Con +8, Wis +5, Cha +7 
Skills Perception +5, Stealth +6 
Damage Immunities acid 
Senses blindsight 30 ft., darkvision 120 ft., passive Perception 15 
Languages Common, Draconic 
Challenge 11 (7200 XP) 


Amphibious. The Young Adult Black Dragon can breathe air and 
water. 


Legendary Resistance (1/day). if the dragon fails a saving throw, it 
can choose to succeed instead. 


ACTIONS 


Acid Breath (Recharge 5-6). The dragon exhales acid in a 30-foot 
line that is 5 feet wide. Each creature in that line must make a DC 16 
Dexterity saving throw, taking 49 (11d8) acid damage on a failed 
save, or half as much damage on a successful one. 


Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. Hit: 16 
(2d10+5) piercing damage plus 4 (1d8) acid damage 


Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit 12 
(2d6+5) slashing damage. 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must succeed on a DC 
14 Wisdom saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. If a creature's saving throw 
is successful or the effect ends for it, the creature is immune to the 
dragon's Frightful Presence for the next 24 hours. 


Multiattack. The Young Adult Black Dragon makes 3 attacks: one 
with its bite and two with its claws. 


YouncGc ADULT BLUE DRAGON 


Huge dragon, lawful evil 


Armor Class 18 (Natural Armor) 
Hit Points 172 (15d12 +75) 
Speed 40 ft., burrow 40 ft,, fly 80 ft. 


STR DEX CON INT WwIs CHA 
22 (+6) 10 (+0) 20 (+5) 15 (+2) 14 (+2) 18 (+4) 

Sr 
Saving Throws Dex +4, Con +9, Wis +6, Cha +8 
Skills Perception +6, Stealth +4 
Damage Immunities lightning 
Senses blindsight 30 ft., darkvision 120 ft., passive Perception 16 
Languages Common, Draconic 
Challenge 13 (10000 XP) 


Legendary Resistance (1/day). If the dragon fails a saving throw, it 
can choose to succeed instead. 


ACTIONS 


Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. Hit: 17 
(2d10+6) piercing damage plus 5 (1410) lightning damage 


Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 13 
(2d6+6) slashing damage. 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must succeed on a DC 
15 Wisdom saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. If a creature's saving throw 
is successful or the effect ends for it, the creature is immune to the 
dragon's Frightful Presence for the next 24 hours. 


Lightning Breath (Recharge 5-6). The dragon exhales lightning ina 
30-foot line that is 5 feet wide. Each creature in that line must make 
a DC 17 Dexterity saving throw, taking 55 (10d10) lightning 
damage on a failed save, or half as much damage on a successful 


zs one. 


Multiattack. The Young Adult Dragon makes 3 attacks: one with its 
bite and two with its claws. 
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YOUNG ADULT GREEN DRAGON 


Huge dragon, lawful evil 


Armor Class 18 
Hit Points 1 


Damage Immunities pc 
Condition Immunities 
Senses blind 
Languages 
Challenge i 


Legendary Resistance (1/day). If the dragon fails a saving throw, it 
can choose to succeed instead. 


Amphibious. The Young Adult Green Dragon can breathe air and 
water. 


AcTIo 


Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. Hit 17 
(2d10+6) piercing damage plus 7 (2d6) poison damage 


Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 13 
(2d6+6) slashing damage. 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must succeed on a DC 
14 Wisdom saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. If a creature's saving throw 
is successful or the effect ends for it, the creature is immune to the 
dragon's Frightful Presence for the next 24 hours. 


Poison Breath (Recharge 5-6). The dragon exhales poisonous gas 
in a 30-foot cone. Each creature in that line must make a DC 16 
Constitution saving throw, taking 49 (14d6) poison damage ona 
failed save, or half as much damage on a successful one. 


Multiattack. The Young Adult Dragon makes 3 attacks: one with its 
bite and two with its claws. 


e 
YounGc ADULT RED DRAGON 


Huge dragon, chaotic evil 


Armor Class 1 atural Armor) 


Saving Throws Dex +4, Con +10, Wis +5, Cha +9 
Skills Perception +6, Stealth +5 


Damage Immunities fire 


Senses blin O ft., da 
Languages C 
Challenge 14 (1 


Legendary Resistance (1/day). If the dragon fails a saving throw, it 
can choose to succeed instead. 


ACTIONS 


Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. Hit 18 
(2d10+7) piercing damage plus 3 (1d6) fire damage 


Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 14 
(2d6+7) slashing damage. 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must succeed on a DC 
16 Wisdom saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. If a creature's saving throw 
is successful or the effect ends for it, the creature is immune to the 
dragon's Frightful Presence for the next 24 hours. 


Fire Breath (Recharge 5-6). The dragon exhales fire in a 45-foot 
cone. Each creature in that line must make a DC 18 Dexterity saving 
throw, taking 56 (16d6) fire damage on a failed save, or half as 
much damage on a successful one. 


Multiattack. The Young Adult Dragon makes 4 attacks: one with its 
bite, and two with its claws. 
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| YounGc ADULT WHITE DRAGON 


Huge dragon, chootic evil 


Armor Class 17 (Natural Armor) 
Hit Points 161 (14d12 +70) 
Speed 40 ft., burrow 30 ft., fly 80 ft., swim 40 ft. 


STR DEX CON INT WwIs CHA 
20 (+5) 10 (+0) 20 (+5) 7 (-2) 12 (+1) 12 (+1) 

—EEeEeEeEEeEEEEEEEE——————E—E—E—— ooo 
| Saving Throws Dex +4, Con +9, Wis +4, Cha +5 
Skills Perception +5, Stealth +4 
Damage Immunities cold 
Senses blindsight 30 ft., darkvision 120 ft., passive Perception 15 
Languages Common, Draconic 
Challenge 10 (5900 XP) 


Legendary Resistance (1/day). If the dragon fails a saving throw, it 
_ can choose to succeed instead. 


_ Ice Walk. The Young Adult White Dragon can move across and 
climb icy surfaces without needing to make an ability check. 
Additionally, difficult terrain composed of ice or snow doesn't cost 
it extra movement. 


ACTIONS 


_ Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. Hit: 16 
(2d10+5) piercing damage plus 4 (1d8) cold damage 


$ 


Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 12 
| (2d6+5) slashing damage. 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must succeed on a DC 
15 Wisdom saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each of its turns, 
_ ending the effect on itself on a success. If a creature's saving throw 
is successful or the effect ends for it, the creature is immune to the 
dragon’‘s Frightful Presence for the next 24 hours. 


Cold Breath (Recharge 5-6). The dragon exhales an icy blast in a 30- 
foot cone. Each creature in that line must make a DC 16 

_ constitution saving throw, taking 45 (10d8) cold damage on a failed 
save, or half as much damage on a successful one. 


Multiattack. The Young Adult Dragon makes 3 attacks: one with its 
bite and two with its claws. 
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Iron Dragon 


Known as the most powerful of all the Ferrous 
Dragons. Iron Dragons are the only of their 
kind with the innate ability to assume a 
humanoid form, which they exploit to walk 
amongst other races to learn all they can about 
wordly events and how they might use them to 
their advantage. 

Iron Dragons are uniquely colored, 
with flat black scales that take on an 
increasingly glossy, metallic texture with silver 
highlights as they age. 


Draconic Supremists. [ron Dragons have a 
dream: a dream that one day, dragons will take 
their rightful place as rulers of the world and 
render all humanoids into servants of 
dragonkind. They are not hostile towards 
other species, they simply see this as the 
natural order of things, and seek to bring it 
about by whatever means are necessary. 
Ironmongers. Iron Dragons are infamous 
among most subterranean species (especially 
Dwarves) for the fact that they almost 
exclusively lair in areas with high 
concentrations of Iron ore. They hoard raw 


and worked iron alike with as much 
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fanatacism as a Red Dragon hoards gold and 
jewels. Some have suggested that they actually 
need iron ore to reproduce, a suggestion the 
dragons themselves won't dignify with a 
response. 

Racial Enemy. Iron Dragons absolutely 
despise Red Dragons, and will launch 
themselves into a fight to death on sight of one. 
They regard the infamous chromatics as a 
stain on draconic character that must be 
erased. They are known to even cooperate with 


Dwarves to rid territories of Red Dragons. 


An Iron Dragon's Lair 


Tron Dragon's lair almost exclusively in areas 
with high iron ore concentrations. This means 
the majority of their lairing locations will be in 
the hills and mountains or deep underground. 
These lairs are fraught with treacherous 
terrain. 

The Dragon is likely to spend much ofits 
time away from the lair once it is sure that its 
hoard is secured by dangers and hazards in 
order to spy on neighboring cities in the guise 
of their kind. This often means that the dragon 
may be aware of any who would come to find 
their home, as they gather gossip and tales f 


the local adventurers. 


fio 
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Some Iron Dragons may seek the service 
of lesser species such as kobolds to aid in 
protecting their lair. They are clever and 
perceptive so they often manipulate beasts and 
monsters into using areas near their homes as 
hunting grounds as well, creating natural 
dangers on the road to their den. 

Iron Dragons prefer temperate climates 
but can tolerate much hotter regions if need 


be. Their lair choices often bring them into 


contention with Red Dragons, or mining races. 


Lair Actions 

On initiative count 20 (losing initiative ties), 
the dragon takes a lair action to cause one of 
the following effects; the dragon can't use the 
same effect two rounds in a row: 

- The dragon chooses a point on the ground 
that it can see within 120 feet of it. Iron spikes 
sprout from the ground in a 20-foot radius 
centered on that point. The effect is otherwise 
identical to the spike growth spell and lasts 
until the dragon uses this lair action again or 
until the dragon dies. 

- The dragon chooses a point on the ground 
that it can see within 120 feet of it. It shakes 
the ground to release a pocket of trapped 
gasses from the ground in a 20-foot radius 
centered on that point. The effect is otherwise 
identical to the cloudkill spell and lasts until 
the dragon uses this lair action again or until 
the dragon dies. 

- The dragon creates an opaque wall of iron 
on a solid surface it can see within 120 feet of 
it. The wall can be up to 30 feet long, 30 feet 
high, and 1 foot thick. When the wall appears 
each creature within its area is pushed 5 feet 
out of the wall's space, appearing on 
whichever side of the wall they choose. Each 
10-foot-section of the wall has AC 5, 30 hit 
points, resistance to bludgeoning, piercing, 
and slashing damage; vulnerability to acid 
damage, and immunity to poison and psychic 
damage. The wall lasts until the dragon uses 


this lair action again or until the dragon dies. 
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Regional Effects 


The region containing a legendary iron 
dragon's lair is warped by the dragon's magic, 
which creates one or more of the following 
effects: 

- Tunnels or passages that once connected to 
the dragon's lair end abruptly as several foot 
thick masses of iron ore block them off. 

- Intelligent humanoids within 1 mile of the 
dragon's lair find it difficult to keep secrets. 
Divulging things they may have never 
otherwise shared with only slight provocation. 
¢« Creatures who desire iron or would feed on 
it find themselves uncomfortable within 1 mile 
of the dragon's lair and are filled with an 
unnatural desire to leave the area. 

- Worked iron weapons belonging to the 
dragon or their minions count as magical for 
the purposes of dealing damage and deal an 
additional 1d4 damage on a critical hit. This 
effect ceases when the weapon is used by 


anyone not in the dragon's service. 


ANCIENT IRON DRAGON 


Gargontuan dragon (ferrous), lawful neutral 


Armor Class 20 (Natural Armor) 
Hit Points 499 (27d20 + 216) 
Speed 40 ft., burrow 40 ft., fly 80 ft. 


STR 
28 (+9) 


DEX 
10 (+0) 


CON 
26 (+8) 


INT 
16 (+3) 


WIS 
20 (+5) 


CHA 
22 (+6) 


Saving Throws Dex +7, Con +15, Wis +12, Cha +13 

Skills Investigation +10, Insight +12, Perception +12, 
Deception +13, Persuasion +13 

Damage Immunities fire 

Senses blindsight 60 ft., darkvision 120 ft., passive 
Perception 22 

Languages Common, Draconic 

Challenge 22 (41000 XP) 


Legendary Resistance (3/Day). If the Ancient Iron 
Dragon fails a saving throw, it can choose to succeed 
instead. 


Innate Spellicasting. The ancient iron dragon's 
spelicasting ability is Charisma (spell save DC 21). The 
ancient iron dragon can innately cast the following 
spells, requiring no material components: 

At will: Detect Thoughts, Heat Metal 

3/day each: Ironskin (Stoneskin), Wall of Iron 

1/day each: Flesh to Iron (Flesh to Stone) 


ACTIONS 


Bite. Melee Weapon Attack: +15 to hit, reach 5 ft., one 
creature. Hit: 20 (2d10+9) piercing damage plus an 
additional 14 (4d6) fire damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of 
the following breath weapons: 

Spark Breath. The dragon exhales a shower of 
sparks in a 90 foot cone. Each creature in that area must 
make a DC 21 Dexterity saving throw, taking 35 (10d6) 
fire damage and 35 (10d6) lightning damage on a failed 
save. On a successful save, they take half as much 
damage. 


Sleeping Gas Breath. The dragon exhales 
sleeping gas in a 90 foot cone. Each creature in that are 
must make a DC 21 Constitution saving throw or fall 
unconscious for 10 minutes. This effect ends if the 
creature takes damage or someone uses an action to 
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wake them up. 


Change Shape. The Iron Dragon magically polymorphs 
into a humanoid or beast that has a challenge rating no 
higher than its own, or back into its true form. It reverts 
to its true form if it dies. Any equipment it is wearing or 
carrying is absorbed or borne by the new form (the 
Adult Iron Dragon's choice). 

In a new form, the Iron Dragon retains its 
alignment, hit points, Hit Dice, ability to speak, 
proficiencies, Legendary Resistance, lair actions and 
Intelligence, Wisdom and, Charisma scores, as well as 
this action. Its statistics and capabilities are otherwise 
replaced by those of the new form, except any class 
features or legendary actions of that form. 


Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., one 
target. Hit: 18 (2d8+9) slashing damage. 


Frightful Presence. Each creature of the Adult Iron 
Dragon's choice that is within 120 feet of the Adult Iron 
Dragon and aware of it must succeed on a DC 20 
Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the 
end of each of its turns, ending the effect on itself on a 
success. If a creature's saving throw is successful or the 
effect ends for it, the creature is immune to the Ancient 
Iron Dragon's Frightful Presence for the next 24 hours. 


Multiattack. The Adult Iron Dragon can use its Frightful 
Presence. It then makes three attacks: one with its bite 
and two with its claws. 


Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one 
creature. Hit: 18 (2d8+9) bludgeoning damage. 


LEGENDARY ACTIONS 


The ancient iron dragon can take 3 legendary actions, 
choosing from the options below. Only one legendary 
action can be used at a time and only at the end of 
another creature's turn. The ancient iron dragon 
regains spent legendary actions at the start of its turn. 


Detect. The Dragon makes a Wisdom (perception) 
check. 

Tail Attack. The Dragon makes a Tail attack. 

Wing Attack. The Dragon beats its wings. Each creature 
within 15 feet of the dragon must make a DC 23 
Dexterity saving throw or take 16 (2d6+9) bludgeoning 
damage and be knocked prone. The dragon can then fly 
up to half its fly speed. 


ADULT IRON DRAGON Change Shape. The Adult Iron Dragon magically 
polymorphs into a humanoid or beast that has a 


challenge rating no higher than its own, or back into its 


Huge dragon (ferrous), lawful neutral 


Armor Class 18 (Natural Armor) true form. It reverts to its true form if it dies. Any 
Hit Points 225 (18d12 + 108) equipment it is wearing or carrying is absorbed or borne 
Speed 40 ft., burrow 40 ft., fly 80 ft. by the new form (the Adult Iron Dragon's choice). 
) In a new form, the Adult Iron Dragon retains its 
STR DEX CON INT wISs CHA alignment, hit points, Hit Dice, ability to speak, 
24(+7) 10(+0) 22(+6) 14(+2) 18(+4) 20(+5) proficiencies, Legendary Resistance, lair actions and 


EEE ————————————————————— 
Saving Throws Dex +5, Con +11, Wis +9, Cha +10 
Skills Deception +10, Disguise Kit +5, Insight +9, 

. Investigation +7, Perception +9, Persuasion +10 
Damage Immunities fire 
Senses blindsight 60 ft., darkvision 120 ft., passive Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., one 


Perception 19 : target. Hit: 16 (2d8+7) slashing damage. 
Languages Common, Draconic 


Intelligence, Wisdom and, Charisma scores, as well as 

this action. Its statistics and capabilities are otherwise i 
replaced by those of the new form, except any class 
features or legendary actions of that form. 


Challenge 15 (13000 xP) Frightful Presence. Each creature of the Adult Iron 
Dragon's choice that is within 120 feet of the Adult Iron 

Legendary Resistance (3/Day). If the Adult Iron Dragon Dragon and aware of it must succeed on a DC 18 

fails a saving throw, it can choose to succeed instead. Wisdom saving throw or become frightened for 1 


minute. A creature can repeat the saving throw at the 
end of each of its turns, ending the effect on itself on a 
success. If a creature's saving throw is successful or the 
effect ends for it, the creature is immune to the Adult 
Iron Dragon's Frightful Presence for the next 24 hours. 


Innate Spellcasting. The adult iron dragon's spellcasting 
ability is Charisma (spell save DC 18). The adult iron 
dragon can innately cast the following spells, requiring 
no material components: 


3/day each: Detect Thoughts, Heat Metal Multiattack. The Adult Iron Dragon can use its Frightful 
1/day each: Wall of Iron Presence. It then makes three attacks: one with its bite 
and two with its claws. 
ACTIONS 
Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one 
Bite. Melee Weapon Attack: +12 to hit, reach 5 ft., one creature. Hit: 16 (2d8+7) bludgeoning damage. 
creature. Hit: 18 (2d10+7) piercing damage plus an 
additional 7 (2d6) fire damage. LEGENDARY ACTIONS 


The adult iron dragon can take 3 legendary actions, 
choosing from the options below. Only one legendary 
action can be used at a time and only at the end of 
another creature's turn. The adult iron dragon regains 
spent legendary actions at the start of its turn. 


Breath Weapons (Recharge 5-6). The dragon uses one of 
the following breath weapons: 

Spark Breath. The dragon exhales a shower of 
sparks in a 60 foot cone. Each creature in that area must 
make a DC 18 Dexterity saving throw, taking 28 (8d6) 
fire damage and 28 (8d6) lightning damage on a failed 
save. On a successful save, they take half as much 
damage. 


Detect. The Dragon makes a Wisdom (perception) 
check. 
Tail Attack. The Dragon makes a Tail attack. 

: Wing Attack (Costs 2 Actions). The dragon beats its 
Sleeping Gas Breath. The dragon exhales 


ond ey. Each : rs wings. Each creature within 15 feet of the dragon must 
Sie SoS tel AI oo els as oS SA WIRNS KE make a DC 22 Dexterity saving throw or take 14(2d6+7) | 
ae 5” must make a DC 18 Constitution saving throw or fall ; ve 
ve : : ‘ : bludgeoning damage and be knocked prone. The ie 
unconscious for 10 minutes. This effect ends if the : ; 
7 dragon can fly up to half its flying speed. 
creature takes damage or someone uses an action to 


wake them up. 
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Younc ADULT IRON DRAGON 


Huge dragon (ferrous), lawful neutral 


Armor Class 17 (Natural Armor) 
Hit Points 187 (15d12 + 90) 
Speed 40 ft., burrow 40 ft., fly 80 ft. 


STR DEX 
22 (+6) 10 (+0) 


CON INT WIs CHA 
20 (+5) 13 (+1) 17 (+3) 19 (+4) 


Saving Throws Dex +5, Con +10, Wis +8, Cha +9 

Skills Disguise Kit +5, Deception +9, Persuasion +9, Perception +8, Insight +8, 
Investigation +6 

Damage Immunities fire 

Senses darkvision 120 ft., blindsight 30 ft., passive Perception 18 

Languages Common, Draconic 

Challenge 13 (10000 xP) 

Se 

Legendary Resistance (1/Day). If the Iron Dragon fails a saving throw, it can 

choose to succeed instead. 


Innate Spellicasting. The young adult iron dragon's spellicasting ability is 
Charisma (spell save DC 17). The young adult iron dragon can innately cast the 
following spells, requiring no material components: 


3/day each: Detect Thoughts, Heat Metal 
ACTIONS 


Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one creature. Hit: 17 (2d10+6) 
piercing damage plus an additional 3 (1d6) fire damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the following breath 
weapons: 

Spark Breath. The dragon exhales a shower of sparks in a 45 foot cone. 
Each creature in that area must make a DC 17 Dexterity saving throw, taking 
24 (7d6) fire damage and 24 (7d6) lightning damage on a failed save. Ona 
successful save, they take half as much damage. 


Sleeping Gas Breath. The dragon exhales sleeping gas in a 45 foot cone. 
Each creature in that are must make a DC 17 Constitution saving throw or fall 
unconscious for 10 minutes. This effect ends if the creature takes damage or 
someone uses an action to wake them up. 


Change Shape. The Young Adult Iron Dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than its own, or back 
into its true form. It reverts to its true form if it dies. Any equipment it is 
wearing or carrying is absorbed or borne by the new form (the Adult Iron 
Dragon's choice). 

In a new form, the Young Adult Iron Dragon retains its alignment, hit 
points, Hit Dice, ability to speak, proficiencies, Legendary Resistance, lair 
actions and Intelligence, Wisdom and, Charisma scores, as well as this action. 
Its statistics and capabilities are otherwise replaced by those of the new form, 
except any class features or legendary actions of that form. 


Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 15 (2d8+6) 
slashing damage. 


Frightful Presence. Each creature of the Iron Dragon's choice that is within 
120 feet of the Iron Dragon and aware of it must succeed on a DC 16 Wisdom 
saving throw or become frightened for 1 minute. A creature can repeat the 
saving throw at the end of each of its turns, ending the effect on itself on a 
success. If a creature's saving throw is successful or the effect ends for it, the 
creature is immune to the Iron Dragon's Frightful Presence for the next 24 
hours. 


Multiattack. The Young Adult Iron Dragon can use its Frightful Presence. It 
then makes three attacks: one with its bite and two with its claws. 
Eee 


omebraw by firebringerazel 


YouncG IRON DRAGON 
Large dragon (ferrous), lawful neutral 


Armor Class 17 (Natural Armor) 
Hit Points 161 (17d10 + 68) 
Speed 40 ft., burrow 40 ft., fly 80 ft. 


STR DEX 
20 (+5) 10 (+0) 


CON INT wis CHA 
18 (+4) 12 (+1) 16 (+3) 18 (+4) 


Saving Throws Dex +4, Con +8, Wis +7, Cha +8 

Skills Perception +7, Insight +7, Stealth +4 

Damage Immunities fire 

Senses darkvision 120 ft., blindsight 30 ft. passive Perception 13 
Languages Common, Draconic 

Challenge 10 (5900 XP) 


Innate Spellcasting. The young iron dragon's spelicasting ability is Charisma 
(spell save DC 16). The young iron dragon can innately cast the following 
spells, requiring no material components: 


1/day each: Detect Thoughts, Heat Metal 
ACTIONS 


Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. Hit: 16 (2d10+5) 
piercing damage plus an additional 3 (1d6) fire damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the following breath 
weapons: 

Spark Breath. The dragon exhales a shower of sparks in a 30 foot cone. 
Each creature in that area must make a DC 16 Dexterity saving throw, taking 
21 (6d6) fire damage and 21 (6d6) lightning damage on a failed save. On a 
successful save, they take half as much damage. 


Sleeping Gas Breath. The dragon exhales sleeping gas in a 30 foot cone. 
Each creature in that are must make a DC 16 Constitution saving throw or fall 
unconscious for 10 minutes. This effect ends if the creature takes damage or 
someone uses an action to wake them up. 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 14 (2d8+5) 
slashing damage. 


Multiattack. The Young Iron Dragon makes 3 attacks; 2 with its claws and 1 
bite. 


IRON DRAGON WyYRMLING 


Medium dragon (ferrous), lawful neutral 


Armor Class 17 (Natural Armor) 
Hit Points 67 (9d8 + 27) 
Speed 30 ft., burrow 30 ft., fly 60 ft. 


STR DEX 
18 (+4) 10 (+0) 


CON INT wIs CHA 
16 (+3) 10 (+0) 14 (+2) 16 (+3) 


Saving Throws Dex +2, Con +5, Wis +4, Cha +5 

Damage Immunities fire 

Senses blindsight 10 ft., darkvision 60 ft. passive Perception 12 
Languages Draconic 

Challenge 4 (1100 XP) 


ACTIONS 


Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. Hit: 9 (1d10+4) 
piercing damage plus an additional 3 (1d6) fire damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the following breath 
weapons: 

Spark Breath. The dragon exhales a shower of sparks in a 15 foot cone. 
Each creature in that area must make a DC 13 Dexterity saving throw, taking 
10 (3d6) fire damage and 10 (3d6) lightning damage on a failed save. On a 
successful save, they take half as much damage. 


Sleeping Gas Breath. The dragon exhales sleeping gas in a 15 foot cone. 
Each creature in that are must make a DC 13 Constitution saving throw or fall 
unconscious for 5 minutes. This effect ends if the creature takes damage or 
someone uses an action to wake them up. 
—————— Ss 


| YounG ADULT BRAss DRAGON 
Huge dragon, ch good 


| Armor Class 18 (Natural Armor) 
Hit Points 168 (16d12 + 64) 


Speed 40 ft., burrow 25 ft., 


Saving Throws Dex +4, Con +8, Wis 
Skills Perception +5, Persuas 
Damage Immunities fire 
Senses darkvision 12 

15 
Languages Common, Draconic 
Challenge 10 (5900 XP) 


Legendary Resistance (1/Day). If the dragon would fail a saving 
throw, it can choose to succeed instead. 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must make a DC 
15 Wisdom saving throw or be frightened of the dragon for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effet on a success. If a creature's 
saving throw is successful or the effect ends for it, that 
creature is immune to this dragon's frigthful presence for the 
next 24 hours. 


ActTI 


Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 
16 (2d10+5) piercing damage. 


Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. 
Hit: 12 (2d6+5) slashing damage. 


Multiattack. The Young Adult Brass Dragon makes 2 claw 
attacks and 1 bite attacks. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons: 


Fire Breath. The dragon exhales fire in a 40 foot line that 
is 5 foot wide. Creatures in the area must make a DC 16 
Dexterity saving throw, taking 42 (12d6) fire damage ona 
failed save, or half that much on a success. 


Sleep Breath. The dragon exhales sleep gas in a 30 foot 
cone. Each creature in that area must make a DC 16 
Constitution saving throw or fall unconscious for 5 minutes. 
This effect ends for a creature if that creature takes damage or 
someone uses an action to wake them. 
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YounGc ADULT BRONZE DRAGON 


Huge dragon, lawful good 


“6, 
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Armor Class 18 (Nat 
Hit Points 172 ) 
Speed 40 ft., fly 80 ft., swim 40 ft. 


Saving Throws De» : 
Skills Insight +7, Per on +7, § 


Damage Immunities lightning 
Senses blindsight 30 ft., darkvision 120 ft., passive Perception 
17 


Languages Common, Draconic 
Challenge 13 (10000 xP) 


Amphibious. The Young Adult Bronze Dragon can breathe air 
and water. 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must make a DC 
15 Wisdom saving throw or be frightened of the dragon for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effet on a success. If a creature's 
saving throw is successful or the effect ends for it, that 
creature is immune to this dragon's frigthful presence for the 
next 24 hours. 


Legendary Resistance (1/Day). If the dragon fails a saving 
throw, it can choose to succeed instead. 


ACTIONS 


Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 
17 (2d10+6) piercing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons: 


Lightning Breath. The dragon exhales lightning in a 60 
foot line that is 5 feet wide. Each creature in that line must 
make a DC 17 Dexterity saving throw, taking 55 (10d10) 
lightning damage on a failed save, or half that much on a 
success. 


Repulsion Breath. The dragon exhales rupulsion energy 
in a 30 foot cone. Each creature in that area must make on a 
DC 17 Strength saving throw. On a failed save, the creature is 
pushed 40 feet away from the dragon. 


Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 
13 (2d6+6) slashing damage. 


Multiattack. The Young Adult Bronze Dragon makes 2 claw 
attacks and 1 bite attack. 
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YouncG ADULT COPPER DRAGON 


Huge dragon, chaotic good 


Armor Class 18 (Natural Armor) 
Hit Points 189 (18d12 + 72) 
Speed 40 ft., climb 40 ft., fly 80 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 12 (+1) 18 (+4) 17 (+3) 14 (+2) 16 (+3) 
rr 
Saving Throws Dex +5, Con +8, Wis +6, Cha +7 
Skills Deception +7, Perception +6, Stealth +5 
Damage Immunities acid 
Senses blindsight 40 ft., darkvision 120 ft., passive Perception 
16 
Languages Common, Draconic 
Challenge 11 (7200 XP) 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must make a DC 
15 Wisdom saving throw or be frightened of the dragon for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effet on a success. If a creature's 
saving throw is successful or the effect ends for it, that 
creature is immune to this dragon's frigthful presence for the 
next 24 hours. 


Legendary Resistance (1/Day). If the dragon fails a saving 
throw, it can choose to succeed instead. 


ACTIONS 


Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 
16 (2d10+5) piercing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons: 


Acid Breath. The dragon exhales acid in a 40 foot line 
that is 5 feet wie. Each creature in that line must make a DC 16 
Dexterity saving throw, taking 40 (9d8) acid damage on a failed 
save, or half that much on a success. 


Slowing Breath. The dragon exhales gas in a 30 foot 
cone. Each creature in that area must make a DC 16 
Constitution saving throw. On a failed save, the creature 
cannot take reactions, has its speed halved, and it cannot make 
more than one attack on its turn. In addition, the creature can 
use either an action or bonus action on its turn, but not both. 
These effects last for 1 minute. The creature can repeat this 
saving throw at the end of each of its turns, ending the effect 
on itself on a success. 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 
12 (2d6+5) damage. 


Multiattack. The Young Adult Copper Dragon makes 2 claw 
attacks and 1 bite attack. 
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YounG ADULT GOLD DRAGON 


Huge dragon, lawful good 


Armor Class 19 (Natural Armor) 
Hit Points 225 (18d12 + 108) 
Speed 40 ft., fly 80 ft., swim 40 ft. 


STR 
25 (+7) 


DEX 
14 (+2) 


CON 
22 (+6) 


INT 
17 (+3) 


WIS 
14 (+2) 


CHA 
22 (+6) 


] Saving Throws Dex +7, Con +11, Wis +7, Cha +11 


Skills Insight +7, Perception +7, Persuasion +10, Stealth +7 

Damage Immunities fire 

Senses blindsight 40 ft., darkvision 120 ft., passive Perception 
17 

Languages Common, Draconic 

Challenge 14 (11500 xP) 

a 

Amphibious. The Young Adult Gold Dragon can breathe air and 

water. 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must make a DC 
15 Wisdom saving throw or be frightened of the dragon for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effet on a success. If a creature's 
saving throw is successful or the effect ends for it, that 
creature is immune to this dragon's frigthful presence for the 
next 24 hours. 


Legendary Resistance (1/Day). If the dragon fails a saving 
throw, it can choose to succeed instead. 


ACTIONS 


Bite. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 
18 (2d10+7) piercing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 


following breath weapons: 


Fire Breath. The dragon exhales fire in a 30 foot cone. 
Each creature in that area must make a DC 19 Dexterity saving 
throw, taking 60 (11d10) fire damage on a failed save, or half 
that much on a success. 

Weakening Breath. The dragon exhales gas in a 30 foot 
cone. Each creature in that area must make a DC 19 Strength 
saving throw. On a failed save, that creature has disadvantage 
on strength checks and strength saving throws for 1 minute. A 
creature can repeat the saving throw at the end of its turn, 
ending the effect on a success. 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it 
dies. Any equipment it is wearing or carrying is absorbed or 
borne by the new form (the dragon's choice) . 

In a new form, the dragon retains its alignment, hit 
points, Hit Dice , ability to speak, proficiencies, Legendary 
Resistance, and Intelligence, Wisdom, and Charisma scores, as 
well as this action. Its statistic s and capabilities are otherwise 
replaced by those of the new form, except any class features or 
legendary actions of that form. 


Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. 
Hit: 14 (2d6+7) slashing damage. 


Multiattack. The Young Adult Gold Dragon makes 2 claw 
attacks and 1 bite attack. 
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YounGc ADULT SILVER DRAGON 


Huge dragon, lawful good 


Armor Class 18 (Natural Armor) 
Hit Points 187 (15d12 + 90) 
Speed 40 ft., fly 80 ft. 


STR DEX CON INT WIS CHA 
25 (+7) 10 (+0) 23 (+6) 15 (+2) 12 (+1) 20 (+5) 
Sees 
Saving Throws Dex +4, Con +10, Wis +5, Cha +9 
Skills Arcana +6, History +6, Perception +5, Stealth +4 
Damage Immunities cold 
Senses blindsight 40 ft., darkvision 120 ft., passive Perception 
15 
Languages Common, Draconic 
| Challenge 12 (8400 xP) 
rr sss—s—<“‘_ 


Frightful Presence. Each creature of the dragon's choice that is 
within 120 feet of the dragon and aware of it must make a DC 
15 Wisdom saving throw or be frightened of the dragon for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effet on a success. If a creature's 
saving throw is successful or the effect ends for it, that 
creature is immune to this dragon's frigthful presence for the 
next 24 hours. 


Legendary Resistance (1/Day). If the dragon fails a saving 
throw, it can choose to succeed instead. 


ACTIONS 


Bite. Melee Weapon Attack: +11 to hit, reach 5 ft, one target. Hit: 
18 (2d10+7) piercing damage. 


Breath Weapons (Recharge 5-6). The dragon uses one of the 
following breath weapons: 

Cold Breath. The dragon exhales an icy blast in a 30 foot 
cone. Each creature in that area must make a DC 18 
Constitution saving throw, taking 54 (12d8) cold damage on a 
failed save, or half that much on a success. 

Paralyzing Breath. The dragon exhales paralyzing gas in 
a 30 foot cone. Each creature in that area must make a DC 18 
Constitution saving throw, or be paralyzed for 1 minute ona 
failed save. A creature can repeat this saving throw at the end 
of each of its turns, ending the effect on a success. 


Change Shape. The dragon magically polymorphs into a 
humanoid or beast that has a challenge rating no higher than 
its own, or back into its true form. It reverts to its true form if it 
dies. Any equipment it is wearing or carrying is absorbed or | 
borne by the new form (the dragon's choice) . 
In a new form, the dragon retains its alignment, hit 
| points, Hit Dice , ability to speak, proficiencies, Legendary 
Resistance, and Intelligence, Wisdom, and Charisma scores, as 
well as this action. Its statistic s and capabilities are otherwise 
replaced by those of the new form, except any class features or 
legendary actions of that form. 


Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. 
Hit: 14 (2d6+7) slashing damage. ; 


Multiattack. The Young Adult Silver Dragon makes 2 claw teh tf 
| attacks and 1 bite attack. 
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Armor Class 18 (Natural Armor) 
Hit Points 189 (18d12 + 72) 
Speed 20 ft., swim 40 ft. 


STR DEX CON INT WwIs CHA 
22 (+6) 10 (+0) 18 (+4) 8 (-1) 12 (+1) 10 (+0) 


Saving Throws Dex +4, Con +8, Wis +5 
Damage Resistances fire 

Senses darkvision 120 ft., passive Perception 11 
Languages Aquan, Draconic 

Challenge 10 (5900 XP) 


Amphibious. The Young Adult Gold Dragon can breathe air and 
water. 


ACTIONS 


Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 
19 (2d12+6) piercing damage. 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 
13 (2d6+6) slashing damage. 


Multiattack. The Young Dragon Turtle makes 1 bite attack and 
its choice of either 1 tail attack or 2 claw attacks. 


Steam Breath. The Dragon Turtle exhales scalding steam ina 
30 foot cone. Each creature in that area must make a DC 15 

Constitution saving throw, taking 52 (15d6) fire damage ona 
failed save, or half that much on a success. Being underwater [ia™ 


does not grant resistance against this damage. <A 


Tail. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. Hit: 
19 (2d12+6) bludgeoning damage. A creature hit by this attack 
must make a DC 16 Strength saving throw or be pushed 10 feet 
away from the dragon turn and knocked prone. 


Dust BUNNY 


Tiny elemental, unaligned 


Armor Class 12 
Hit Points 2 (1d4) 
| Speed 20ft. 


STR DEX CON INT WIs CHA 
6 (-2) 14 (+2) 10 (+0) 8 (-1) 8 (-1) 12 (+1) 
NE ———EEEEEEEEEEEEEE—————— 
Skills Arcana +1 
Damage Immunities poison, psychic 
Damage Resistances lightning 
Damage Vulnerabilities fire 
Condition Immunities poisoned 
Senses truesight 10 ft. passive Perception 9 
Languages - 
Challenge 0 (10 XP) 
rr 


Innate Spellcasting. The dust bunny's spellcasting ability is 
Intelligence (spell save DC 9). The dust bunny can innately cast the 
following spells, requiring no material components: 


4/day each: Detect Magic 


ACTIONS 


Static. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft., or range 
15 ft., one creature. Hit: 2 (1d4) lightning damage. 
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Dust Bunny 


When wizards fail to clean up after their 
experimentation the residue can sometimes 
gather. Where a normal household's dust 
problems may cause allergies to flare up the 
dust bunnies of a wizard's home is instilled 
with mystical energies. This can result ina 
semblence of life known simply as Dust 
Bunnies, magical residue creatures that cn 
truly cause havoc for magic users. 

When these dust bunnies gather 
together they become a true nuisance. Their 
static shocks can painfully afflict any who move 
too close. They also cling to any creature who 


gets to close to them. 


Dust BuNNY SWARM 


Large Swarm of Tiny elemental, unaligned 


Armor Class 12 
Hit Points 25 (10d4) 


Speed 20 ft. 
STR DEX CON INT WwIs CHA 
6 (-2) 14 (+2) 12 (+1) 8 (-1) 8 (-1) 12 (+1) 


EEE 
Skills Arcana +1 

Damage Immunities poison, psychic 

Damage Resistances lightning 

Damage Vulnerabilities fire 

Condition Immunities poisoned 

Senses truesight 10 ft. passive Perception 9 

Languages - 

Challenge 1/4 (50 XP) 
rr 
Mage Static. Any character who casts a spell while within 5 feet of 
the Swarm must roll on the Wild Magic table. 


Magic Resistant. The Swarm has advantage on saving throws 
against spells and magical effects. 


Static Cling. A creature that moves through the Swarm or ends its 
movement within 5 feet of the Swarm is clung to by 1d4+1 Dust 
Bunnies. A creature with Dust Bunnies attached to it is affected by 
Mage Static. The Dust Bunnies can be removed with a Disengage 


| action. 


| 


Static Shock. A character who moves through the Swarm takes 1 
lightning damage for every 5 feet they move within the swarm. 


Innate Spelicasting. The dust bunny swarm's spellcasting ability is 
Intelligence (spell save DC 9). The dust bunny swarm can innately 
cast the following spells, requiring no material components: 


4/day each: Detect Magic 


Esuvee 


These massive beasts are common on the 


plains. Found in large herds grazing on the 
plentiful grass and brush these herbivores 
spend much of their time either eating or 
moving from place to place. 

The Esuvee are docile creatures 
unless provoked or they believe their young 
are in danger. Some Esuvee are trained and 
used as beasts of burden, other groups hunt 
them for their plentiful meat and thick fur. 

If provoked an Esuvee will attempt 
to crush its foes udnerfoot or gore them with 
its large horns. 

When bunting Esuvee it is best to 
isolate a single member and attack as a group 
as their attacks can be quite deadly given their 
bulk. 
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FoxerF 
ESUVEE 
Huge beost, unaligned 
Armor Class 12 (Natural Armor) 
Hit Points 84 (8d12 + 32) 
Speed 50 ft. 
STR DEX CON INT WIS CHA 
22 (+6) 9(-1) 18 (+4) 3 (-4) 13 (+1) 7 (-2) 


Oe 


Saving Throws Con +6 

Skills Survival +3 

Damage Resistances cold (non-magical) 
Condition Immunities encumbered 

Senses passive Perception 13, tremorsense 15 ft. 
Languages - 

Challenge 4(1100 XP) 


ACTIONS 


Gore. Melee Weapon Attack: +7 to hit, reach 10 ft., Single Target. Hit 
18 (3d8+5) piercing damage. 


Stomp. Melee Weapon Attack: +7 to hit, reach 5 ft., Single Target. Hit 
21 (3d10+5) bludgeoning damage. Strength Save or knocked 
prone. 
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FREEDOM 


Lorge celestial (american), lawful good 


Armor Class 21 
Hit Points 2 
Speed 50 ft 


Saving Throws St 
Skills Animal Handi 


r+ 


Damage Immunities nec 
Damage Resistances 


slashing 


damage fro 


Condition Immunities n, 


grappled, pe 


Senses tru 
Languages C 
Challenge 


Angelic Weapons. Freedom's weapon attacks are magical. 
When Freedom hits with any weapon, the weapon deals an 
extra 6d8 radiant damage (included in the attack). 


Aura Of Freedom. Friendly creatures within 30 feet of 
Freedom advantage on saving throws against being 
grappled, restrained, paralyzed, or petrified. 


Divine Awreness. Freedom knows if it hears a lie - 


Magic Resistance. Freedom has advantage on saving 
throws against spells and other magical effects. 


Innate Spelicasting. The freedom's spelicasting ability is 
Charisma (spell save DC 25). The freedom can innately cast 
the following spells, requiring no material components: 

At will: Guiding Bolt. Light. Protection from Evil and Good, 
Detect Evil and Good 

1/day each: Greater Restoration, Commune, Control Weather 

3/day each: Dispel Magic, Dispel Evil and Good, Freedom of 
Movement 


ACTIONS 


Healing Touch. The solar touches another creature. The 
target magically regains 40 (8d8+4) hit points and is freed 


from any curse, disease, poison, blindness, or deafness. 
Multiattack. The Freedom makes 2 Spear attacks. 


Spear. Melee or Ranged Weapon Attack: +15 to hit, reach 10 
ft., or range 20/60 ft., one creature. Hit: 22 (4d6+8) piercing 
damage. This attack deals an additional 27 (6d8) Radiant 

damage 


Beak. Melee Weapon Attack: +13 to hit, reach 5 ft., one 
creature. Hit: 15 (3d4+8) piercing damage. 


Soaring Spear. Freedom releases its spear to hover 
magically in an unoccupied space within 5 feet of it. If 
Freedom can see the spear, Freedom can mentally 
command it as a bonus action to fly up to 50 feet and either ] 
make one attackagainst a target or return to Freedom's 
hands. If the hovering spear is targeted by any effect, 
Freedom is considered to be holding it. The hovering Spear 
falls if Freedom dies (not that it ever will). 


The freedom can take 3 legendary actions, choosing from 
the options below. Only one legendary action can beused at 
a time and only at the end of another creature's turn. The 
freedom regains spent legendary actions at the start of its 
turn. 


Let Freedom Ring (2 Points). Freedom lets outa 
thunderous screech. Hostile creatures must make a 
Charisma saving throw DC 25 or be frightened of Freedom 
for 7 minute. They can attempt this save at the end of each 
of their turns to end the Frightened effect. Creatures within 
5 feet of Freedom when it uses this feature suffer 14 (4d6) 
Thunder damage and are deafened until the beginning of 
their next turn. Creatures can hear this screech within 300 
feet. 

Rockets Red Glare (2 Points). Freedom lets fly a volley of 
rockets that explode upon its enemies in a pleothora of 
colors. Eac h creature of its choice in a 10-foot radius must 
make a DC 23 Dexterity saving throw, taking 14 (4d 6) fire 
damage plus 14 (4d 6) radiant damage on a fai led save, or 
half as much damage on a successful one. 

Pledge Allegiance. Target creature within 60 feet and line of 
sight of Freedom must make a DC 18 Wisdom saving throw 
or be charmed for 1 minute or until Freedom or its allies 
deal damage to it. 
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DIRE GOOSE 


Small beost (bird), unaligned 


Armor Class 13 
Hit Points 7 (2d6) 
Speed 15 ft., fly 50 ft., swim 30 ft. 


STR DEX 
10 (+0) 16 (+3) 


CON INT wis CHA 
10 (+0) 2 (-4) 


Skills Perception +4, Survival +4 
Senses passive Perception 12 
Languages - 

Challenge 1/4 (50 XP) 


ACTIONS 


Peck. Melee Weapon Attack: +2 to hit, reach 5 ft., Single Target. Hit: 2 


(1d4) bludgeoning damage. 
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DEEP GOOSE 


Large beost (bird), unaligned 


Armor Class 14 (Natural Armor) 
Hit Points 75 (10d10 + 20) 
Speed 30 ft., fly 50 ft., swim 30 ft. 


16 (+3) 14 (+2) 14 (+2) 6 (-2) 
Saving Throws Con +4 

Skills Perception +4, Survival +4 

Damage Vulnerabilities fire, lightning 
Condition Immunities frightened, stunned 
Senses passive Perception 14 

Languages - 

Challenge 2 (450 XP) 


1 


Hold Breath. 
The Deep Goose can hold its breath for up to an hour. 


Multiple Heads. 

The Deep Goose has five heads . While it has more than one 
head, the Deep Goose has advantage on saving throws against 
being blinded, charmed, deafened, frightened, stunned, and 
knocked unconscious. Whenever the Deep Goose takes 25 or more 
damage ina single turn, one of its heads dies . If all its heads die, 
the Deep Goose dies. At the end of its turn, it grows two heads for 
each of its heads that died since its last turn, unless it has taken fire 
or lightning damage since its last turn. The Deep Goose regains 10 
hit points for each head regrown in this way. 


Reactive Heads. 
For each head the Deep Goose has beyond one, it gets an extra 
reaction that can be used only for opportunity attacks. 


Wakeful. 
When the Deep Goose sleeps, at least one head remains awake. 


ACTIONS 


Multiattack. The Deep Goose can make as many Peck or Honk 
attacks as it has heads. 


Peck. Melee Weapon Attack: +5 to hit, reach 10 ft., Single Target. Hit 6 
(1d6+3) bludgeoning damage. 


Honk!. Ranged Weapon Attack: +4 to hit, range 30/100 ft., Single 
Target. Hit: 4 (1d4+2) thunder damage. Target must make a DC 13 
Constitution save or be deafened for 1 round. 
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GRUDGE PROTECTOR 


Medium undead (dwarf), lowful neutral 


Armor Class 14 
Hit Points 37 (5d8 + 15) 
Speed 25 ft 


Skills History +2, 
Damage Immunities 


from nonmagical we 


Damage Resistances co 

Damage Vulnerabilities bluc 

Condition Immunities charmed, exhaustion, frightened, 
intoxicated, f 

Senses bli 

Languages D 

Challenge 2 ( 


Eternal Vigil. 
Grudge Protectors never leave the sacred site they are tethered 
to. 

When a Grudge Protector is reduced ot 0 hit points, they 
disintegrate with an aggravated sigh. Their spirit will return to its 
tether and begin to recuperate. In 1d4 rounds the Grudge 
Protector is fully healed and returns at the tether site. 


CTIONS 


Battleaxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. 
Hit: 8 (1d10+3) slashing damage. 


Stone Stride. In place of its normal movement as a bonus action, a 
Grudge Protector can teleport 60 feet so long as the start and end 
points are touching a stone surface. 


Warhammer. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
creature. Hit: 8 (1d10+3) bludgeoning damage. 


Grudge Protector 


The Dwarven people are hardy traditionalists 
who value their history and culture highly. 
Often times their sacred sites are heavily 
guarded by traps, puzzles, and guardians. 
Grudge Protectors are one of these such 
protections. Sworn to protect a site or relic in 
life, so have these dwarves sworn in death. 
Their eternal vigil of protection will not allow 
them to rest. 

When their sacred site is disturbed 
these undead guardians will move into action. 
Seeking to remove the offending parties by 
force with their ancient dwarven weapons. 
They are an implacable foe as even their 
destruction does not release them from their 
duty. They will be remade time and time again 
until those who defile their charge are dead or 
gone. 

The Protectors are intelligent undead 
and can be spoken with though they are 
irritable and unreasonable creatures. Often 
times the clergy of Moradin created special 
sigils or medallions that would protect the 


bearer from the Guardians, though these are 


rare and powerful relics. 
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Gulthias' Guardian 


Deep at the hert of the accursed Gulthias Tree 
rests its greatest Guardian. A fel treefolk 
known only as The Guardian. A blighted and 
sickly looking tree that has sentience enough 
to know only one charge, defend the tree that 
gave it life. 

Those who wish to destroy a 
Gulthias Tree will be forced to first content 


with its' Guardian. The creature uses its mass 


to crush foes as well as causign blighting vines 


to spring out and entangle those who would 
threaten its master. 

Those unfortunate enough to be 
caught in its grasp will be slowly drained of 
their essence as the Gulthias blighting nature 
saps the life from them. 


GULTHIAS GUARDIAN 


Huge plont, chaotic evil 


Armor Class 13 (Natural Armor) 
Hit Points 59 (7d12 + 14) 
Speed 20 ft. 


Saving Throws Con +4 
Skills Survival +2 

Damage Immunities psychic 
Damage Resistances bludg 


oning, necrotic, piercing 
' J 


Damage Vulnerabilities fire, radiant 


frightened, prone 


Senses darkvision 60 ft., passive Perception 12 
Languages Co 
Challenge 3 (7( 


mmon, Sylvan 


False Appearance. While the Guardian remains motionless, it is 


indistinguishable from a normal tree. 


ACTIONS 


Grasping Vines. As an action, the Guardian may attempt to 


entangle a single creature within 10 feet. The creature must take a 
Strength saving throw DC 13 or be Immobilized and Restrained. 


on Attack: +6 to hit, reach 10 ft., One Target. Hit: 14 


Slam. Melee Vea; 


(3d6+4) bludgeoning damage. 


Summon Insect (Recharge 5 Or 6). As a bonus action, the Guardian 


summons a swarm of either Wasps, Centipe S adjacent 


to it. 


LEGENDARY ACTIONS 
Tt 


he gulthias guardian can take 3 legendary actions, choosing from 


the 


Entangle (Cost 1). 


The Guardian uses its Grasping Vines Action. 


Spore Cloud (Cost 2). 


The Guardian emits a cloud of toxic spores. All creatures within 1 


uw 


feet of the Guardian must make a DC 13 Constitution saving throw 


or sufer the poisoned condition. 


Drink Vitae (Cost 1). 


The Guardian can only use this Action after a creature has failed 


to break free of its Grasping Vines. The creature immediately suffers 


2d4 Necrotic damage and the Guardian regains a number of hit 


points equal ot the dar Jealt. 
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Hell Rat 


In the fetid sewers below larger cities 
monstrous vermin stalk the shadows, ever 
searching for something to glut themselves 
upon. The aptly named hell rats are large 
creatures with a hide covered in wicked barbs 
and spines that protrude haphazardly. These 
foul tempered and ravenous beasts will attack 
anything they believe that can bring down on 
sight. Mobbing larger prey in groups and 
fighting over the meat after the kill. 
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the disease 
high fever, 
dehydration, 


HELL Rat 


Small beast, unaligned 


Armor Class 15 
Hit Points 36 (8d6 + 8) 
Speed 30 ft 


Damage Immunities di 
Damage Resistances p 
Condition Immunities fri 


Senses darkvision 60 ft., pa 
Languages - 
Challenge 1/4 (50 X 


oo 


Keen Smell. 
The rat has advantage on Wisdom (Perception) checks that rely 
on smell. 


Pack Tactics. 

The rat has advantage on an attack roll against a creature if at 
least one of the rat's allies is within 5 feet of the creature and the 
ally isn't incapacitated. 


Razor Spines. 
When a creature touches the Rat, or attempts to grapple it they 
are dealt 1d4 slashing damage. 


ACTIONS 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit 4 
(1d4+2) piercing damage. Creature hit must make a Constitution 
saving throw DC 11, or suffer Hell Fever. 
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GREAT LANDSHARK 


Huge monstrosity, unaligned 


Armor Class 13 (Natural Armor) 
Hit Points 126 (11d12+55) 
Speed 35 ft., burrow 20 ft., swim 50 ft. 


STR DEX CON INT wis CHA 
23(+6) 11(+0) 21 (+5) 1 (-5) 10 (+0) 5 (-3) 


Skills Perception +3 

Senses passive Perception 13, tremorsense 30 ft. 
Languages - 

Challenge 5 (1800 XP) 


Amphibious. The Landshark can breathe air and water. 


Blood Frenzy. The LandShark has advantage on melee attack rolls 
aainst any creature that doesn't have all its hit points. 


ACTIONS 


Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit 22 
(3d10+6) piercing damage. 
ee 


LandShark 


These massive beasts lurk in both the deep 
and the shallows looking for anything they can 
catch between their powerful jaws to sate their 
ravenous hunger. 

Just when adventurers thought they were 
safe from sharks on the sandy shoreline the 
LandShark makes its way inland to ruin their 
time at the beach. 


eee SSS ———————— ee 
LANDSHARK 


Large monstrosity, unaligned 


Armor Class 13 (Natural Armor) 
Hit Points 85 (9d10 + 36) 
Speed 30 ft., burrow 15 ft., swim SO ft. 


STR DEX CON INT WIS CHA 
20 (+5) 11 (+0) 18 (+4) 1 (-5) 10 (+0) 6 (-2) 


Skills Perception +2 

Senses tremorsense 30 ft., passive Perception 12 
Languages - 

Challenge 3 (700 XP) 


Amphibious. The Landshark can breathe air and water. 


Blood Frenzy. The LandShark has advantage on melee attack 
rolls against any creature that doesn't have all its hit points. 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
21 (3d10+5) piercing damage. 


Riding Shark 
Among the strangest creatures of the realms 
is what is commonly known as a Riding 
Shark, now despite the name this is no 
common shark. These strange and wonderful 
amalgamations of horse and shark are likely 
the product of a mad wizards experiments that 
has gotten loose and bred uncontrollably. 

Comparable in size and stature to 
larger breeds of equine the riding shark is 
known to commonly hunt on the seaside 
plains other beasts would graze within. They 
often attack in groups, chasing down and 
tearing into deer and other beasts with their 
powerful jaws. 

It is entirely possible that some culture 
or city has decided to tame and train these 
carnivorous monsters as mounts or beasts of 


burden. 


RIDING SHARK 


Large monstrosity, unaligned 


Armor Class 12 (Natural Armor) 
Hit Points 52 (7d10 + 14) 
Speed 60 ft., swim 20 ft. 


STR DEX 
20 (+5) 12 (+1) 


CON INT WIS 


15 (+2) 4 (-3) 10 (+0) 7 (-2) 


Senses passive Perception 10, tremorsense 10 ft. 


| Languages - 


Challenge 1/2 (100 XP) 


Amphibious. The Riding Shark can breathe air and water. 


Blood Frenzy. The Riding Shark has advantage on melee attack 
rolls against any creature that doesn’t have all its hit points. 


ACTIONS 


Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 
16 (2d10+5) piercing damage. 


Hooves. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 12 (2d6+5) bludgeoning damage. 
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> Large beast, unaligned 


| Armor Class 12 (Natural Armor) 
Hit Points 37 (5d10 + 10) 


Speed 50 ft. 
STR DEX CON INT wIs CHA 
18(+4) 10(+0) 14(+2) 2 (-4) 10 (+0) 5 (-3) 


Senses passive Perception 10 
Languages - 
Challenge 1/2 (100 XP) 


Charge. If the Moose moves at least 20 feet straight toward a 
target then hits it with a ram attack on the same turn, the 
target takes an extra 7 (2d6) damage. If the targetis a 
creature, it must succeed a DC 13 Strength saving throw or be 
knocked prone. 


Northern Beast. The Moose is naturally adapted to cold 
climates, as described in chapter 5 of the Dungeon Master's 
Guide. 


ACTIONS 


Ram. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
8 (1d8+4) piercing damage. 


Hooves. Melee Weapon Attack: +5 to hit, reach 5 ft., Hit: 9 (2d4+4) 
bludgeoning damage. 


Dire Moose 


Few creatures are as feared in the cold 
northern regions as the Dire Moose. These 
large muscular beasts stalk the tundra looking 
for food and mates. They are foul tempered, 
prone to charging passers-by, and capable of 
buckling steel plate with their horns and 
hooves. If one finds themselves facing off 
against these beasts, their situation is most 
certainly dire as only the exceptionally strong 
or exceptionally lucky survive to tell tales of 


the encounter. 
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DirRE Moose 


Large beast, unaligned 


Armor Class 12 (Natural Armor) 
Hit Points 85 (9d10 + 36) 


Speed 50 ft. 
STR DEX CON INT wIs CHA 
22(+6) 10(+0) 18(+4) 4 (-3) 10 (+0) 4 (-3) 


Skills Survival +2, Perception +2 
Condition Immunities frightened 
Senses passive Perception 12 
Languages - 

Challenge 2 (450 XP) 


Charge. If the Dire Moose moves at least 20 feet straight 
toward a target then hits it with a ram attack on the same turn, 
the target takes an extra 9 (2d8) damage. If the target is a 
creature, it must succeed a DC 13 Strength saving throw or be 
knocked prone. 


Northern Beast. The Dire Moose is naturally adapted to cold 
climates, as described in chapter 5 of the Dungeon Master's 
Guide. 


ACTIONS 


Ram. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
13 (2d6+6) piercing damage. 


Hooves. Melee Weapon Attack: +5 to hit, reach 5 ft., Hit: 11 
(2d4+6) bludgeoning damage. 


Terra Moose 


Unlike its cousins the Terra Moose is a 
massive beast covered in rocky growths and 
flora. All signs of its connection to the 
elemental plane of earth. While larger the 
Terra Moose is less aggressive than its 
common brethren, but still highly territorial. 

When engaged the Terra Moose fights 
much like any other Moose, charging foes with 
its massive rack of horns as well as attempting 
to crush smaller creatures with its earthen 
hooves. 

In battle attempting to knock over or 
move the monstrosity against its will is 
practically pointless as the very ground seems 
to root it in place. Its earthen body and 
grounded nature also offer it protection from 
storm magic, so be wary of attempting to 
strike it with lightning as it's more likely to 


enrage the creature than do much harm. 


TERRA MOOSE 


Huge monstrosity, unaligned 


Armor Class 15 (Natural Armor) 
Hit Points 105 (10d12 + 40) 
Speed 50 ft., climb 25 ft. 


STR DEX CON INT WIS CHA 
24 (+7) 10 (+0) 19 (+4) 8 (-1) 13 (+1) 7 (-2) 
a eSeSeesss—<i‘“CS 
Skills Perception +4, Survival +4 
Damage Resistances bludgeoning, piercing and slashing from 
nonmagical attacks, lightning 
Condition Immunities frightened, petrified, encumbered 
Senses passive Perception 14 
Languages - 
Challenge 5 (1800 XP) 
ee 
Charge. If the Terra Moose moves at least 20 feet straight 
toward a target then hits it with a ram attack on the same turn, 
the target takes an extra 9 (2d8) damage. If the target is a 
creature, it must succeed a DC 13 Strength saving throw or be 
knocked prone. 


Earthbound. The Terra Moose has advantage on saving throws 
against being knocked prone, pushed, or moved against its will 
so long as it is touching the ground. 

If the Terra Moose would be pushed, reduce the 
distance by 10 feet (minimum 0). 


Ram. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
13 (2d6+6) piercing damage. 


Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., Hit: 11 
(2d4+6) bludgeoning damage. 


Multiattack. The Terra Moose makes 2 attacks; 1 with its 
hooves and 1 ram. 


ae 


Mu ckshri ek since dead as the brds mimic the sounds to 


protect their young and selves. 


The muckshriek is a strange bird that lives Sonic tew Muckshieksmre kept as pets 


primarily in swampland and bogs. It spends its by performers. Trained to mimic and sing 


Bays avoidign predators and searching for along with bards. While horribly ugly they can 


grubs, insects, and fungus to feat upon. 
The one peculiarity that makes th bird 


different from others; besides its ugliness, is 


be quite useful in this capactity and are seen 


as an exotic and strange pet. 


its capability to mimic humanoid speech and 
vocalization. 

An ability that the bird has adapted to 
using as a defense mechanism and the source 
of its namesake. When the muckshriek is 
feeling threatened or senses predators in the 
vacinity it will let out a blood-curdling death 
cry that it has previously heard from a 
humanoid. The sound of a humanoid alone is 
often enough ot frighten off would be 
predators. The swamps where these beasts 


nest are often filled with the cries of the long 


MucCKSHRIEK 


Small beast, unaligned 


Armor Class 11 
Hit Points 7 (2d6) 
Speed 20 ft., fly 20 ft. 


STR DEX CON INT wis CHA 
6 (-2) 12 (+1) 10 (+0) 2 (-4) 12 (+1) 7 (-2) 


Skills Perception +3, Survival +3 

Damage Resistances thunder 

Senses darkvision 60 ft., passive Perception 13 
Languages Common 

Challenge 1/8 (25 XP) 


Parrot. 

The Muckshriek can imitate small clutches of spoken language or 
the cries of humanoids. It recieves a +4 bonus on Performance and 
Deception checks when doing so. 


ACTIONS 


Alarming Shriek. The Muckshrieker imitates the dying scream of a 

humanoid that it has heard previously. Any creature that hears the 
sound must make a DC 11 Wisdom saving throw, being frightened 

for 1 minute on a failure. A creature may retry this saving throw on 

its turn, ending the effect on a success. Once a creature succeds on 
a save against Alarming Shriek thay are immune to its effects for 24 
hours. 


Peck. Melee Weapon Attack: +3 to hit, reach 5 ft., one creature. Hit: 3 
(1d4+1) piercing damage. 
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Oasis SLIME 


Lorge ooze, unaligned 


Armor Class 8 
Hit Points 45 (6d 10 + 12) 
Speed 10 ft., climb 10 ft., swim 30 ft. 


STR DEX CON INT WISs CHA 
15 (+2) 6 (-2) 14 (+2) 2 (-4) 6 (-2) 1(-5) 
eee ————— 
Damage Immunities acid, poison 
Damage Resistances bludgeoning, fire, piercing, slashing 
Damage Vulnerabilities lightning, thunder 
Condition Immunities blinded, charmed, deafened, exhaustion, 
frightened, poisoned, prone 
Senses blindsight 60 ft., passive Perception 8, tremorsense 30 ft. 
Languages - 
Challenge 2 (450 XP) 


a 
Amorphous. 


The Slime can move through a space as narrow as 1 inch wide 
without squeezing. 


False Appearance. 
While the slime remains motionless, it is indistinguishable from 
water. 


ACTIONS 


Engulf. The cube moves up to its speed. While doing so, it can 
enter Large or smaller creatures’ spaces. Whenever the cube enters 
a creature's space, the creature must make a DC 12 Dexterity 
saving throw. 

On a successful save, the creature can choose to be pushed 5 
feet back or to the side of the cube. A creature that chooses not to 
be pushed suffers the consequences of a failed saving throw. Ona 
failed save, the cube enters the creature's space, and the creature 
takes 10 (3d6) acid damage and is engulfed. The engulfed creature 
can't breathe, is restrained, and takes 21 (6d6) acid damage at the 
start of each of the cube's turns. When the cube moves, the 
engulfed creature moves with it. 

An engulfed creature can try to escape by takin g an action 
to make a DC 12 Strength check. On a success, the creature escapes 
and enters a space of it s choice within 5 feet of the cube. 


Psuedopod. Melee Weapon Attack: +4 to hit, reach 5 ft., Single target. 
Hit: 9 (2d6+2) bludgeoning damage. deals an additional 3 (1d6) acid 
damage 


Oasis Slime 


In the arid desert oasis sometimes there lurks 
a patient predator. The Oasis Slime is an ooze 
that coats the surface or entirely replaces the 
water of an oasis pond and awaits for animals 
or travellers to come for a refreshing drink. At 
which point it sucks them into its mass, 
engulfing its victims ot let them slowly be 
eaten away by the ooze's acidic body after 
drowning, 

Prior to their surprising attack Oasis 
Slimes are completely indiscernable from 
mundane water without physical contact or 


magical detection. 
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Oozling Grappler Ooz.Linc GRAPPLER 


A ‘ : Medium ooze, unaligned 
The most prominant form of the Oozlings is 


the grappler. It uses its humanoid shape to get Armor Class 10 
: : Hit Points 75 (10d8 + 30) 

close to prey petoge using ve fone reach fe Speed 0, cin a) foal a0 Te 

grapple enemies. Those within its grasp will 


be pulled in and drowned or dissolved by the STR DEX CON INT wIs CHA 
15(+2) 10(+0) 16(+3) 7(-2) 8-1) 8-1) 


Oozlings acidic fluid body. 


Saving Throws Str +4 

Skills Acrobatics +3, Athletics +4 

Damage Resistances acid, fire, cold, poison 

Damage Vulnerabilities lightning 

Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, prone 

Senses blindsight 60 ft. (blind beyond this radius), passive 
Perception 9 

Languages - 

Challenge 2 (450 XP) 


Se 


Amorphous. The oozling can move through a space as narrow 
as 1 inch wide without squeezing. 


Human-Shape. The Oozling is capable of taking on a roughly 
humanoid shape and can even appear almost human if not for 
its transparent body. It can also shift approximations of 

clothing or absorb and “wear” clothing and armor temporarily. | 
Whilst doing so the Oozling loses the effects of transparent but 
can be decievingly human in dark passage or corridor. 


Transparent. Even when .the Oozling is in plain sight, it takes a 
successful DC 15 Wisdom (Perception) check to spot n Oozling 
that has neither moved nor attacked. A creature tbat tries to 
enter 

the Oozling’s space while unaware of the it is surprised 
by the Oozling. 


ACTIONS 


Grapple. A creature that is grappled or moves into the oozling 
suffers 7 (2d6) acid damage at the beginning of each of their 
turns. They may attempt to break free from the Oozling as an 
action (Escape DC 14). 


Psuedopod. Melee Weapon Attack: +4 to hit, reach 15 ft., one 
creature. Hit: 10 (3d6) acid damage. A creature hit must suceed 
a DC 14 Strength saving throw or be grappled by the Oozling 
(see Grapple). 


Drown. When the Oozling Grappler has a creature grappled, it 
can attempt to force its own body into the victims body. The 
creature must make a DC 14 Constitution saving throw. On a 
failed save they take 14 (4d6) acid damage and begin to 
suffocate. On a successful save the creature takes half as much 
§ damage and doe not begin suffocating. 
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OozLING IRONMONGER 


Medium ooze, unaligned 


Armor Class 10 
Hit Points 60 (8d8 + 24) 
Speed 30 ft., climb 30 ft., swim 30 ft. 


STR DEX CON INT WIS CHA 

14(+2) 10(+0) 16(+3) 7 (-2) 6 (-2) 8 (-1) 

NN EEEEEE——EEEEEEEEE———— 

Skills Athletics +3, Stealth +2, Acrobatics +2 

Damage Resistances acid, cold, fire 

Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, prone 

Senses blindsight 60 ft. (blind beyond this radius), passive 
Perception 8 

Languages - 

Challenge 1 (200 XP) 


Sr 


Amorphous. The oozling can move through a space as narrow 
as 1 inch wide without squeezing. 


Human-Shape. The Oozling is capable of taking on a roughly 
humanoid shape and can even appear almost human if not for 
its transparent body. It can also shift approximations of 
clothing or absorb and "wear" clothing and armor temporarily. 
Whilst doing so the Oozling loses the effects of False 
Appearance but can be decievingly human in dark passage or 
corridor. 


| Corrode Metal. Any nonmagical weapon made of metal that 


hits the Oozling Ironmonger corrodes. After dealing damage, 
the weapon takes a permanent and cumulative -1 penalty to 
damage rolls. IF the penalty drops to -5, the weapon is 
destroyed. Nonmagical ammunition made of metal that hits 


| the Oozling Ironmonger is destroyed after dealing damage. 


The Oozling Ironmonger can eat through 2-inch-thick, 


| nonmagical metal in 1 round. 


False Apperance. While the Oozling Ironmonger remains 
motionless while standing against stone, it is indistinguishable 
from the stone. 


ACTIONS 


Psuedopod. Melee Weapon Attack: +4 to hit, reach 10 ft., one 
creature. Hit: 4 (1d6+1) bludgeoning damage. this attack deals 
an additional 7 (2d6) acid damage on a hit. If the target is 
wearing non-magical metal armor, its armor is partly corroded 
and takes a permanent and cumulative -1 penalty to the AC it 
offers. The armor is destroyed if the penalty reduced its AC to 
10. 


Oozling Ironmonger 


Unlike its more powerful cousins the 
Ironmonger consists of gray sludge that 
cannot easily pass for most humanoids but 
still maintains the shape. Its body is corrosive 
to most all metals, making it dangerous to an 


adventurer's gear as much as their person. 


| 


Oozling Multiplier 

The unsuspecting adventurer who happens 
upon this yellowish humanoid-shaped ooze 
will find themself in a struggle against 
numbers if they are unlucky enough to rely on 
the wrong weapons or spells. The multiplier 
has the ability to split into several smaller 
portions but retain function, making what 
would have been a single monster capable of 


being several. 


OozZzLING MULTIPLIER 


Medium ooze, unaligned 


Armor Class 10 
Hit Points 84 (13d8 + 26) 
Speed 30 ft., climb 30 ft., swim 30 ft. 


STR DEX CON INT WISs CHA 

16 (+3) 10 (+0) 15 (+2) 6 (-2) 7 (-2) 10 (+0) 

SE eeEE———— 

Skills Acrobatics +2, Athletics +4 

Damage Immunities lightning, slashing 

Damage Resistances acid 

Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, prone 

Senses blindsight 60 ft. (blind beyond this radius), passive 
Perception 8 

Languages - 

Challenge 3 (700 XP) 


rr 


Amorphous. The Oozling Multiplier can move through a space 
as narrow as 1 inch wide without squeezing. 


_ Human-Shape. The Oozling is capable of taking on a roughly 


humanoid shape and can even appear almost human if not for 
its transparent body. It can also shift approximations of 

clothing or absorb and “wear” clothing and armor temporarily. 
Whilst doing so the Oozling loses the effects of transparent but — 
can be decievingly human in dark passage or corridor. 


Spider Climb. The Oozling Multiplier can climb difficult 
surfaces, including upside down on ceilings, without needing 
to make an ability check. 


a 


ACTIONS 


Psuedopod. Melee Weapon Attack: +5 to hit, reach 10 ft., one 
creature. Hit: 10 (2d6+3) bludgeoning damage. deals an 
additional 3 (1d6) acid damage. 


REACTIONS 
Split. When a Oozling Multiplier that is Medium or larger is 
subjected to lightning or slashing damage, it splits into two 
new Oozling Multiplier if it has at least 10 hit points. Each new 
Oozling Multiplier has hit points equal to half the original 
Oozling Multiplier's, rounded down. New Oozling Multiplier are 
one size smaller than the original Oozling Multiplier. 


Aut by SSrawfee 


Pearbear 


Among the stranger creatures to ever roam 
the wilds is the Pearbear. None quite know 
where these creatures originate from but 
there are many theories and rumors. Some say 
a mad wizard known as Caldwell is 
responsible for their creation. Others claim 
they are the fault of an Imagimancer. 

These fruity beasts rove about wild 
places feeding and napping but when 
threatened thay are quite fearsome. When 
engaged pearbears bring their sharp claws and 
powerful jaws to bear. While these can be 
deadly the true danger of the pearbear is that 
they always pair up to defeat their enemies. 

Once a pearbear has paired they will 
continue to do so until they have either been 
killed or they have defeated whatever 
threatened them. This makes them not only 
dangerous foes, but also bad for their 


enviroment if their numbers grow too vast. 
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PEARBEAR 


Large beost, unaligned 


Armor Class 11 (Natural Armor) 
Hit Points 34 (4d10 + 12) 
Speed 40 ft., climb 30 ft. 


STR DEX CON INT wis CHA 
19 (+4) 10 (+0) 16 (+3) 2 (-4) 13 (+1) 7 (-2) 
EEE 
Skills Perception +3 
Damage Immunities psychic 
Damage Resistances bludgeoning, radiant 
Damage Vulnerabilities necrotic, poison 
Condition Immunities petrified 
Senses passive Perception 13 
Languages - 
Challenge 2 (450 XP) 


Delicious. The fist time A creature that bites the pearbear while it is 
| alive regains 1 hit point. 

Once dead a pearbear can be cut up and eaten. 6lbs of 
pearbear “meat” is enough to feed a single creature for 1 day (3 
meals). Unless it is preserved in some manner pearbear “meat” will 
rot within 1d4 days. 


Keen Smell. The bear has advantage on Wisdom (Perception) 
checks that rely on smell. 


Pearing. On the pearbear's turn, the pearbear creates another 
pearbear. This pearbear has its own hit points and acts on its own 
initiative. This pearbear is a full fledged pearbear and hs all of the 
same traits and attacks. 

The pearber cannot use this ability if it was dealt poison 
damage in the last round, if it is incapacitated, or if it is dead. 


| ACTIONS 


| Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 8 
| (1d8+4) piercing damage. 


Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 
(2d6+4) slashing damage. 


| Multiattack. The Pearbear makes 2 attacks: one with its bite and 
' one with its claws. 


Rasap Warrior 


The Rasap are warriors forged of pure light. 
Relatively weak individually, they are 
dangerous mainly because of their military 
tactics, their numbers and their luminous 
natures. 

Rasap prefer to attack their foes with 
a hail of luminous arrows from afar but are 
skilled combatants with blade and spear at 
close quarters. They attack in waves to 
weaken stronger creatures and use tactics and 


cunning. 


Rasap WARRIOR 


Medium celestial, neutral evil 


Armor Class 14 (Leather Armor) 
Hit Points 78 (12d8 + 24) 
| Speed 30 ft. 


STR DEX CON INT WISs CHA 

14 (+2) 14 (+2) 14 (+2) 12 (+1) 12 (+1) 16 (+3) 
Sr 
Saving Throws Str +4, Cha +4 
Skills Athletics +4, Perception +3, Persuasion +5, Survival +3 
Damage Immunities poison, radiant 
Damage Resistances bludgeoning, piercing and slashing damage 

from nonmagical weapons, fire 
Damage Vulnerabilities necrotic 
Condition Immunities blinded, frightened, petrified, poisoned 
Senses passive Perception 13 
Languages Celestial, Common 
Challenge 2 (450 XP) 


Luminous. The Rasap Warrior sheds bright light ina 60 foot area 
and dim light another 60 feet beyond that. 


Radiant Body. A creature that touches the rasap warrior or hits it 
with a melee attack while within 5 feet of it takes 5 (1d10) radiant 
damage. 


ACTIONS 


Kopesh. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit 
7 (1d10+2) slashing damage. This attack deals an additional 5 
(1010) radiant damage. 


Longbow. Ranged Weapon Attack: +4 to hit, range 150/600 ft., one 
creature. Hit: 6 (1d8+2) piercing damage. This attack deals an 
additional 5 (1d10) radiant damage. 


Multiattack. The Rasap Warrior makes 2 attacks. 


Spear. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft., one 
creature. Hit: 6 (1d8+2) piercing damage. This attack deals an 
additional 5 (1d10) radiant damage. 


REACTIONS 
Blinding Pulse. As a reaction, when hit by a melee attack the rasap 
warrior can emit a blinding flash or radiance. The creature must 
make a DC 12 constitution saving throw, being blinded until the 
start of its next turn on a failure. 


ASHEN REAVER Ashen Reaver 
Medium aberration (reaver), neutral evil : : 
= The most reviled of the Reavers is the Ashen. 


Armor Class 15 its maw evokes a primal terror in its enemies 


Eeeeal rf ae een as it attempts to clamp down on the skulls of 
— its prey and crush and chew them up. 
ge o= Sige me Lg La Smaller and more stealthy than the 
i I i Saat UN a A Sc Crimson Reaver the Ashen prefers to catch its 
Skills Athletics +5, Stealth 


prey unaware. 


Damage Resistances c 
Damage Vulnerabilities 1 
Condition Immunities bli 


a? e. . . 
Senses blindsight 120 ft 4 a ~@ ™ 
Languages Os : > 
Challenge 5 ‘ 


Amphibious . The Reaver can breathe both air and water 


Blood Sense. The Reaver is both Blind and Deaf. It relies on its 
extremely attuned sense of smell and touch to sense its 
surroundings. It can smell blood over large distances and detects 
living creatures by smell. 

It cannot see creatures that are not living. It can sense the 
presence of objects and terrain.(For example it cannot identify the 
distinction between an undead or construct and a statue or pillar if 
they do not move.) 


Keen Smell. The Reaver has advantage on Wisdom (Perception) 
checks that rely on scent. 


Regeneration. The Reaver regains 10 hit points t the start of its 
turn if it has at least 1 hit point and isn't in sunlight. If the Reaver 
takes Radiant damage, this trait doesn't function at the start of its 
next turn. 


Sunlight Sensitivity. While in sunlight, the Reaver has 
disadvantage on attack rolls, as well as on Wisdom (Perception) 
checks that rely on sight. 


Blending. The Reaver has advantage on Dexterity (Stealth) checks 
made in rocky enviroments. 


ACTIONS 


Claws. Melee Weapon Attack: +6 to hit, reach 10 ft., one target. Hit: 10 
(2d6+3) slashing damage. 


Maw. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit 16 
(2d12+3) piercing damage. A creature hit by this attack must make 
a DC 14 Strength (Athletics) or Dexterity (Acrobatics) check, being 
grappled and blinded on a failure. The grappled creature cna make 
an escape attempt (DC 14) on their turn as an action. 


Chew. Melee Weapon Attack: +0 to hit, reach 5 ft., one creature the 
Reaver has Grappled. Hit: 28 (4d12+2) piercing damage. This attack 
automatically hits. A character reduced to 0 hit points by this attack 
is beheaded and dies. 


Multiattack. The Ashen Reaver makes an attack with its Claws and 
its Maw 


Crimson Reaver 


° These subterranean creatures are deaf and 
blind, using extremely sensitive membranes 
and their acute senses of smell to track the 
living throughout underground passages. 
These terrifyng creatures are strict carnivores 
capable of tearing a man limb from limb with 
their massive slashing talons or rendering 
them catatonic with their bite to be drug off for 
a later meal. Reavers gather in small family 


units and hunt in packs. 
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CRIMSON REAVER 


Medium aberration (reaver), neutral evil 


Armor Class 14 (Natural Art 
Hit Points 120 


3 
) 


Skills Athletics +5, Percep 


Id 
Damage Vulnerabilities radiant 


Damage Resistances co 


Condition Immunities bli 
Senses blindsight 120 ft 
Languages D 
Challenge 4 ( 


Amphibious . The Reaver can breathe both air and water 


Blood Sense. The Reaver is both Blind and Deaf. It relies on its 
extremely attuned sense of smell and touch to sense its 
surroundings. It can smell blood over large distances and detects 
livign creatures by smell. 

It cannot see creatures that are not living. It can sense the 
presence of objects and terrain.(For example it cannot identify the 
distinction between an undead or construct and a statue or pillar if 
they do not move.) 


Keen Smell. The Reaver has advantage on Wisdom (Perception) 
checks that rely on scent. 


Regeneration. The Reaver regains 10 hit points t the start of its 
turn if it has at least 1 hit point and isn't in sunlight. If the Reaver 
takes Radiant damage, this trait doesn't function at the start of its 
next turn. 


Sunlight Sensitivity. While in sunlight, the Reaver has 
disadvantage on attack rolls, as well as on Wisdom (Perception) 
checks that rely on sight. 


ACTIONS 

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. Hit 8 
(2d4+3) piercing damage. when a living creature is dealt damage 
with this attack it must make a Constitution saving throw DC 12. 
On a failure, the creature is paralyzed. They may repeat this save at 


the beginning of their turn. A success ends this effect. | 


Multiattack. The Crimson Reaver makes 2 attacks, one of which 
may be a bite. 


Talon. Melee Weapon Attack: +5 to hit, reach 10 ft., one creature. Hit: j , 
10 (2d6+3) slashing damage. 


i 


EBON REAVER 


Medium aberration (reaver), neutral evil 


Armor Class 1 
Hit Points 6 
Speed 30 ft., climb 


Ww © wy 
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t 
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STR DEX CON WIS 


Survival +2 
Damage Resistances cold 
Damage Vulnerabilities 


Condition Immunities bli 


Senses blindsight 


Languages D 
Challenge 2 (450 XP) 
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Amphibious . The Reaver can breathe both air 
and water 


Blood Sense. The Reaver is both Blind and Deaf. 
It relies on its extremely attuned sense of smell 
and touch to sense its surroundings. It can 
smell blood over large distances and detects 
livign creatures by smell. 

It cannot see creatures that are not living. 
It can sense the presence of objects and terrain. 
(For example it cannot identify the distinction 
between an undead or construct and a statue 
or pillar if they do not move.) 


Keen Smell. The Reaver has advantage on 
Wisdom (Perception) checks that rely on scent. 


Regeneration. The Reaver regains 10 hit points 
t the start of its turn if it has at least 1 hit point 
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° Seago 
a and isn't in sunlight. If the Reaver takes Radiant 


damage, this trait doesn't function at the start 
of its next turn. 


Sunlight Sensitivity. While in sunlight, the 
Reaver has disadvantage on attack rolls, as well 
as on Wisdom (Perception) checks that rely on 
sight. 


Pack Hunter. The Reaver has advantage on an 
attack roll against a creature if at least one of 
the Reaver's allies is within 5 feet of the creature 
and the ally isn't incapacitated. 


ACTIONS 


Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one creature. Hit: 9 (2d6+2) slashing damage. 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one creature. Hit: 5 (1d6+2) piercing damage. 
When a living creature is hit by this attack they 
must make a Constitution saving throw DC 12. 
On a failure, the creature is Poisoned for 1 
minute. The creature may repeat this saving 
throw on each of their turns, ending the 
condition on a success. 


Spit Mucus [Recharge 5 Or 6]. The creature spits 
a burst of mucus at all creatures within a 10 foot 
cone in front of it. Creatures in the area must 
make a Dexterity saving throw DC 12. Ona 
failure, suffering 10 (4d4) poison damage and 
being blinded until the end of their next turn. 
On a success, they suffer half as much damage 
and are not blinded. 


Multiattack. The Ebon Reaver makes 2 attacks, 
one of which may be made with its bite. 


Ebon Reaver 


The more 
diminutive 
cousins of the 
Crimson Reaver, © 
Ebon Reavers are 
pack hunters well 
known for their 
ability to track 
over large areas 
and take down 
much larger prey. 
When 
threatened Ebon 
Reavers are 
known to spit a 
viscus mucus into 
the faces of their 
enemies that is 
both venomous 
and very sticky, 
temporary 
blinding their foes. 


PALE REAVER 


Large aberration (reaver), neutral evil 


Natural Armor) 


Armor Class 15 


Hit Points 136 ( 
Speed 30 ft., swi 


co 
oo 
N 


Saving Throws S 
Skills Athletics +5, Per 
Damage Resistances c 


Damage Vulnerabilities 
Condition Immunities 


Senses p 
Languages 
Challenge 6 | 


a 


Amphibious . The Reaver can breathe both air and water 


Blood Sense. The Reaver is both Blind and Deaf. It relies on 
its extremely attuned sense of smell and touch to sense its 
surroundings. It can smell blood over large distances and 
detects living creatures by smell. 

It cannot see creatures that are not living. It can sense 
the presence of objects and terrain.(For example it cannot 
identify the distinction between an undead or construct and 
a statue or pillar if they do not move.) 


Keen Smell. The Reaver has advantage on Wisdom 
(Perception) checks that rely on scent. 


Regeneration. The Reaver regains 10 hit points t the start of 
its turn if it has at least 1 hit point and isn't in sunlight. If the 
Reaver takes Radiant damage, this trait doesn't function at 


the start of its next turn. 


Sunlight Sensitivity. While in sunlight, the Reaver has 
disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight. 


Berzerk. \When the Pale Reaver's health is below half of its 
total it gains advantage on Strenght and Constitution 
checks and saving throws and gains resistance ot 
Bludgeoning, Slashing, and Piercing damage from non- 
magical attacks. 


ACTIONS 


Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., Two 


creatures within 5 feet of one another. Hit: 11 (3d4+4) 
slashing damage. 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature. 
Hit: 6 (1d4+4) piercing damage. A creature hit by this attacks 
suffers an additional 5 (1d10) poison damage. When a living 
creature is dealt damage with this attack it must make a 
Constitution saving throw DC 14. On a failure, the creature is 
poisoned and frightened for 1 minute.They may repeat this 
save at the beginning of their turn. A success ends this 
effect. 


Chitinous Shield. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one creature. Hit: 8 (1d8+4) bludgeoning damage. 


Multiattack. The Pale Reaver makes 4 attacks. 1 with its 
Chitinous Shield, 1 with its bite, and 2 with its Claws. 


REACTIONS 


Shield Ally. The Pale Reaver can impose disadvantage onan , 


- 


attack against an creature within 5 feet of it. 
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Dire RoacH 
Small monstrosity (cockroach), unaligned 


Armor Class 12 (Natural Armo Dire Roach 
Hit Points 6 (1d6+ 3 
Speed 30 ft., burrow 10 ft,, climb 30 ft These skittering terrors lurk in the shadows of 
ree - a Soe a every civilized place. Raiding food stores and 
STR DEX CON INT wis CHA 
0 (+0 2 (+ 6 (+3 5 2(+ 4(3 trash heaps. Those unlucky few who find 


themselves surrounded by these horrors are in 
Damage Immunities poison 


arene Wsuiebenioee acid! besiaedninaicakd the! for a fight to survive. Those who manage to 


recrotic, piercing, slashing escape often later succumb to disease or 
Damage Vulnerabilities radiant 
Condition Immunities char 


sickness. 


Senses darkvision 120 ft., tremorsense 30 ft. passive Percepti 
Languages - 


Challenge 1 
Blood Poisoning. When a creature contracts Blood Poisoning, it 
cannot regain hit points except by magic. Additionally it has 
disadvantage on saves against being Poisoned and is Vulnerable to 
Poison damage. Blood Poisoning is a Disease. 

Wheneer a creature with Blood Poisoning completes along 
or short rest they may make another DC 11 Constitution saving 
throw (with disadvantage). Recovering from the disease ona 


success. 


Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., Hit: 4 (1d4+2) 

piercing damage. A creature damaged by this attack must make a 

Constitution saving throw DC 11 or suffer Blood Poisoning (see ae ged te fs = 
above) ; 


~ 
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| SERPOPARD 


| 


Medium celestial, true neutral 


Armor Class 15 (Natural Armor) 
| Hit Points 162 (25d8 + 50) 
| Speed 30 ft. 
| 


. STR DEX CON INT WwIs CHA 
16 (+3) 17 (+3) 14 (+2) 10 (+0) 14 (+2) 8 (-1) 
SS 
Saving Throws Dex +6, Wis +5 
Skills Perception +5, Stealth +6, Survival +5 
Damage Resistances poison 
Condition Immunities poisoned 
Senses blindsight 10 ft., darkvision 60 ft., passive Perception 15 
Languages Common 
Challenge 7 (2900 XP) 
a 


Desert Prowler. The Serpopard does not suffer effects from the arid 
climate of the desert. It is comfortable in temperatures up to 120 
degrees without penalty. 


Dune Step. In place of a move action the Serpopard can teleport 
from any one dune to another dune wihtin 1 mile. It cannot be 
targeted by ttacks of opportunity when using this ability. 


Keen Smell. The Serpopard has advantage on Wisdom 
(Perception) checks that rely on smell. 


Pounce. If the Serpopard moves at least 20 feet straight toward a 
creature and then hits it with a claw attack on the same turn, that 
target must succeed on a DC 13 Strength saving throw or be 
knocked prone. If the target is prone, the Serpopard can make one 
bite attack against it as a bonus action. 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 10 ft., one creature. Hit: 5 
(1d4+3) piercing damage. The target must make a DC 13 
Constitution save, taking 13 (3d8) poison damage and suffering 
the poisoned condition on failed save. On a success.they are not 
poisoned and suffer half as much poison damage. 


Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 6 
(1d6+3) slashing damage. 


Multiattack. The Serpopard makes 3 attacks. 2 with its claws and 1 
bite. 
SSE) 


Sword Spider 


Native to the Mhair Jungles, these large 
arachnids are about twelve feet in diameter. 
They have sleek but hairy black bodies with 
dark-brown-striped fur. Their legs have 
chitinous plates with sharp ridges that 
resemble blades. 

Sword Spiders are known to hunt in 
packs with others of their kind as well as other 
species of spiders. They are fearsome and 
agile and more than capable of taking down 
full grown humanoids when hungry. 

Some Sword Spiders are bred in 
captivity and trained by Drow to bolster their 
armies and combat forces. 


SworD SPIDER 


Lorge monstrosity, unaligned 


Armor Class 14 (Natural Armor) 
Hit Points 65 (10d 10 + 10) 
Speed 30 ft., climb 30 ft. 


STR DEX CON INT wis CHA 
16(+3) 16 (+3) 12 (+1) 2 (-4) 11 (+0) 4 (-3) 


Skills Stealth +5 

Senses blindsight 10 ft., darkvision 60 ft. passive Perception 10 
Languages - 

Challenge 2 (450 XP) 


Spider Climb. The Sword Spider can climb difficult surfaces, 
including upside down on ceilings, without needing to make an 
ability check. 


Web Walker. The Sword Spider ignores movement restrictions 
caused by webbing. | 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. Hit: 7 
(1d8+3) piercing damage. the target hit must make a DC 11 
Constitution saving throw, taking 9 (2d8) poison damage ona 
failed save, or half as much on a successful one. If the poison 
damage reduces the target to 0 hit points, the target is stable but 
poisoned for 1 hour, even after regaining hit points, and is 
paralyzed while poisoned in this way. 


Leg Blades. Melee Weapon Attack: +5 to hit, reach 5 ft., Up to2 
creatures within 5 feet. Hit: 10 (3d4+3) slashing damage. 


Multiattack. The Sword Spider makes 2 attacks; 1 with its Bite and 
1 with its Leg Blades. 


Web. Ranged Weapon Attack: +5 to hit, range 30/60 ft., one 

creature. Hit: The target is restrained by webbing. As an action, the 

restrained target can make a DC 12 strength check, bursting the 

webbing on a success. The webbing can also be attacked and 

destroyed (AC 10; hp 5; vulnerability to fire damage; immunity to 

bludgeoning, poison, and psychic damage). 
EEE SSS 
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Sporeback Beetle 


These exceptionally large insects make their 


home in underground caverns overgrown with 
fungi. Over time the fungus begins to overtake 
the creatures carapace as well, coating it in 
fungal growth. 

When roused to combat the 
Sporeback beetle stirs up its fungal coating, 
choking the air around them with spores that 
weaken the immune system of those nearby. 
The monstrosities horn carries fungal spores 
that when introduced to the body of a victim 


will weaken them. 
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SPOREBACK BEETLE 


Lorge beost (insect), unaligned 


Armor Class 16 
Hit Points 97 (13d 10 + 26) 
| Speed 30 ft., burrow 30 ft., climb 30 ft. 


| STR DEX CON INT WIS CHA 
18 (+4) 10 (+0) 14 (+2) 4 (-3) 12 (+1) 5 (-3) 

a 
| Damage Immunities poison 

Damage Resistances acid, bludgeoning 
| Condition Immunities frightened, intoxicated, poisoned, prone 
Senses darkvision 60 ft, tremorsense 60 ft passive Perception 11 
Languages - 
Challenge 4 (1100 XP) 


Spore Haze. Creatures within 5 feet of the Beetle have 
disadvantage on poison saving throws. 


Trampling Charge. If the Beetle moves at least 20 feet straight 
toward a creature and then hits it with a Horn attack on the same 
turn, that target must succeed on a DC 12 Strength saving throw or 
be knocked prone. If the target is prone, the Beetle can make one 
stomp attack against it as a bonus action. 


ACTIONS 


Horn. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 13 
(2d8+4) piercing damage. Creature hit must succeed a Constitution 
saving throw DC 13, being poisoned for 1 minute on a failure. 


Pacifying Spores (3/Day). The Beetle ejects spores at one creature 
it can see within 5 feet of it. The target must succeed on a DC 13 
Constitution saving throw or be stunned for 1 minute. The target 
can repeat the saving throw at the end of each ofits turns, ending 
the effect on itself on a success. 


Stomp. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit 
10 (1d12+4) bludgeoning damage. 
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DIRE SQUIRREL SWARM 


Large Swarm of Tiny beasts, unaligned 


Senses darkvision 30 ft., 
Languages - 
Challenge 1/2 (100 XP) 
SES 
Keen Smell. 


The Swarm has advantage on Wisdom (Perception) checks that 


rely on smell 


Swarm. 
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Dire Squirrel 


Deep in the thickets of the darkest forests 
reside foul tempered creatures lurking in the 
trees. Their ravenous hungers and territorial 
nature make these beasts a far cry from their 
more docile cousins. 

Those who enroach upon the territory 
of dire squirrels will only have an ominous 
chittering sound as warning before the beasts 
spring forth in swarms to attack with gnashing 
teeth. After the offending party is dealt with 
they will return to their trees once more, red 
eyes staring down from the boughs with 


murderous intent. 


Art by Anne Stokes 
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Tizheruk serpent said to have a head large enough to fit 


y a whole horse within its maw and countless 
The gargantuan aquatic serpant known as ‘ i ‘ : ae 
: ‘ teeth. Its tail ends in a single flipper which it 
Tizheruk is a powerful elemental being that é ; 
: : uses to propel itself rapidly through the deeps 
makes its home in the elemental plane of , ; 
5 practically unnoticed. 
water where it roams and feats. When the , ‘ 
j ‘ : . When enraged Tizheruk's maw and tail 
beast makes its way into the material realms it aie 
3 ‘ can crush men even if it were not for the 
stalks coastlines and assaults unsuspecting 
_ ij venomous fangs of the beast. It can also 
fisherman, ice fishers, and other seafaring Sa 
7 aioe Ei ensnare foes and crush them with its body. 
folk. Snatching them up in its cavernous jaws ae ; 
: In addition it commands arctic powers 
to never be seen again. ; ; : 
; P z and can emit powerful blasts of blistering cold. 
The beast is a massive snow-white 


TIZH ERUK Tail. Melee Weapon Attack: +10 to hit, reach 15 ft., one 
| Gargantuan elemental (water), chaotic neutral target. Hit: 26 (3d12+7) bludgeoning damage. A creature 
hit by this attack must make a DC 19 Strength saving 
| Armor Class 20 (Natural Armor) throw or be knocked prone. 
| Hit Points 297 (18d20 + 108) 
| Speed SO ft., swim 50 ft. Wrap. The Tizheruk wraps itself around a huge or : 
smaller creature within 5 feet of it. The creature must 
STR DEX CON INT wIs CHA make a DC 22 Strength (athletics) or Dexterity 
25(+7) 20(+5) 23(+6) 14(+2) 20(+5) 15(+2) (acrobatics) check. On a failed check, the creature takes 
(44) 8d10 bludgeoning damage and is grappled and 
Saving Throws Wis +11, Cha +8 restrained. On each of the Tizheruk’s turns, the creature 
Skills Nature +8, Stealth +11 takes another 18 (2d10+7) bludgeoning damage as the 
Damage Immunities bludgeoning, piercing and Tizheruk slowly crushes them (no action required). The 
slashing damage from non-magical attacks, cold, Tizheruk can have only one creature grappled at a time. 
poison The creature can make an escape check (DC 22) 


Condition Immunities exhaustion, grappled, paralyzed, 


: ; : as an action on each of its turns, escaping on a success. 
petrified, poisoned, prone, unconscious 


Senses darkvision 120 ft., passive Perception 15 LEGENDARY ACTIONS 
Languages Primordial, White Wolf, Yeti ———aea_aneé“(ljqwsaaoo oe” 
Challenge 20 (25000 xP) The tizheruk can take 3 legendary actions, choosing 


from the options below. Only one legendary action can 

be used at a time and only at the end of another 
creature’s turn. The tizheruk regains spent legendary 
Legendary Resistance (3/Day). If the Tizheruk fails a actions at the start of its turn. 
saving throw, it can choose to succeed instead. 


Amphibious. The Tizheruk can breathe air and water. 


Slither. The Tizheruk moves up to half its normal 
movement, ignoring attacks of opportunity. 
Tail Sweep (Costs 2 Actions). The Tizheruk sweeps its tail 


Siege Monster. The Tizheruk deals double damage to 
objects and structures. 


Swallow Whole. When the Tizheruk reduced a living in a 15 foot cone. All creatures in the area must make a 
eae large or smaller size to 0 hit points with a DC 19 Dexterity saving throw. On a failed save, a 
| bite attack, it swallows them. creature takes 26 (3d12+7) bludgeoning damage is 
pushes 10 feet directly away from the Tizheruk and is 
ACTIONS knocked prone. On a successful save a creature takes 


half as much damage and is pushes 5 feet directly away 
Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., one from the Tizheruk, but it not knocked prone. 


creature. Hit 20 (2d12+7) piercing damage plus an Glacial Roar (Costs 3 Actions). The Tizheruk unleashes a 
additional 5 (1d10) cold damage. Plus an additional 6 blast of hail and blistering cold from its maw in a 100 


| (1d12) poison damage and a creature must make a DC foot cone. Creatures, unattended objects, and structures 
19 Constitution saving throw, being poisoned for 1 in the area must make a DC 20 Constitution saving 


minute on a failure. throw. On a failed save a creature takes 22 (4d10) cold 


Multiattack. The Tizheruk makes 2 Bite attacks and a damage and has its speed reduced to 0 until the end of 
Tail attack. its next turn. On a successful save they take half as 


much damage and their speed is not reduced. 
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Voidmaw 


None know what foul purpose guides these 
terrors as they roam the multiverse pointlessly 
glutting themself in an attempt to sate a 
ceaseless hunger. The Voidmaw is a being of 
flesh and immaterium. It should not exist and 
yet it does. The beast is made up of a roiling 


mass of muscle and sinew that hunts for 


HULKING VOIDMAW 


Large aberration, chaotic neutral 


Armor Class 14 (Natural Armor) 
Hit Points 170 (20d10 + 60) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
20(+5) 10(+0) 16(+3) 16(+3) 12(+1) 6 (-2) 


Skills Arcana +4, Perception +5 

Damage Immunities poison 

Damage Resistances bludgeoning, piercing and slashing 
damage from nonmagical attacks, necrotic, psychic, radiant 

Damage Vulnerabilities force 

Condition Immunities charmed, frightened, poisoned 

Senses blindsight 60 ft. passive Perception 11 

Languages Celestial, Deep Speech, Infernal 

Challenge 10 (5900 XP) 


Void Maw. Any attack made targeting the jaws of the Hulking 
Void automatically hit but deal no dmaage. Any missiles such 
as arrows fired into it are lost forever. When any other object 
that is being held strikes the maw its weilder must make a 
Strength saving throw DC 12 or lose the item permanently. 


Innate Spellcasting. The hulking voidmaw's spellcasting ability 
is Intelligence (spell save DC 15). The hulking voidmaw can 
innately cast the following spells, requiring no material 
components: 

At will: Chill Touch, Detect Magic, Eldritch Blast, Ray of Frost 

5/day each: Armor of Agathys, Arms of Hadar 

3/day each: Counterspell, Darkness, Fear, Hold Person, Ray of 
Enfeeblement 

1/day each: Banishment, Dimension Door, Dispel Magic, Evard's 
Black Tentacles, Hunger of Hadar 


ACTIONS 


Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature. 
Hit: 14 (2d8+5) slashing damage. 


Multiattack. The Hulking Void makes 4 attacks. 2 with its claws 
and 2 stomps. 


Stomp. Melee Weapon Attack: +7 to hit, reach S ft., one creature. 
Hit: 16 (2d10+5) bludgeoning damage. If the creature hit by this 
attack is prone this attack deals an additional 1d10 
bludgeoning damage. 


Swallow Whole. if a creature within 5 feet of the Hulking Void is 
incapacitated, paralyzed, petrified, or unconscious it can 
swallow them into its void maw. The creature is transported to 
the Void. They can only be returned from the void if the 
Hulking Void is destroyed within 1 minute, or via a wish spell. 


Athy om 


anything to force into its gaping jaws. Clawing 
and stomping any who would resist into 
submission. The core of its being is made up 
of that terrible maw, a gaping void that leads to 
an even greater nothingness. 

This creature is a living dimensional 
portal and anything it swallows is transported 


to a place known only as The Void. An endless 


dimense of suffering, agony, and torment 


where restless souls are slowly torn apart by 


the ebb and flow of its cosmic energies. Few 


who fall victim ever return, and those who do 


may never be the same. 


VoIDMAW 


Medium aberration, chaotic neutral 


Armor Class 14 (Natural Armor) 
Hit Points 90 (12d10 + 24) 
Speed 30 ft 


STR DEX CON INT wis CHA 
16(+3) 9(-1) 14(+2) 14(+2) 12(+1) 6(-2) 
OO 
Skills Arcana +5, Perception +4 
Damage Immunities poison 
Damage Resistances bludgeoning, piercing and 
slashing damage from nonmagical attacks, necrotic, 
psychic, radiant 
Damage Vulnerabilities force 
Condition Immunities charmed, frightened, poisoned 
Senses blindsight 40 ft., passive Perception 14 
Languages Celestial, Deep Speech, Infernal 
Challenge 6 (2300 XP) 
Co 
Void Maw. Any attack made targeting the jaws of the 
Voidmaw automatically hit but deal no dmaage. Any 
missiles such as arrows fired into it are lost forever. 
When any other object that is being held strikes the 
maw its weilder must make a Strength saving throw DC 
10 or lose the item permanently. 


Innate Spellcasting. The voidmaw's spelicasting ability 


is Intelligence (spell save DC 13). The voidmaw can 
innately cast the following spells, requiring no material 
components: 

At will: Chill Touch, Detect Magic, Eldritch Blast, Ray of 
Frost 

5/day each: Armor of Agathys 

3/day each: Darkness, Ray of Enfeeblement 

1/day each: Banishment, Dimension Door 


ACTIONS 


——_ 


Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
creature. Hit: 12 (2d6+5) slashing damage 


Stomp. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
creature. Hit: 10 (1d10+5) bludgeoning damage. If the 
creature hit by this attack is prone this attack deals an 
additional 1d10 bludgeoning damage. 


Swallow Whole. If a creature within 5 feet of the 
Voidmaw is incapacitated, paralyzed, petrified, or 
unconscious it can swallow them into its void maw. The 
creature is transported to the Void. They can only be 
returned from the void if the Hulking Void is destroyed 
within 1 minute, or via a wish spell. 


Multiattack. The Voidmaw makes 3 attacks, 2 with its 
claws and 1 stomp. 


Warrior of Anubis 
The servants of the judge of the dead are 


powerful beings created to hunt down the 
souls of the damned where they do not belong 
and return them to the underworld. They are 
powerful combatants who weild polearms with 
a large crescent-shaped cleaving blade that cn 
hack through flesh and armor alike. 

The Warriors of Anubis each a the 
spirit of a powerful warrior-priest and are 
skilled magic-users as well as being extremely 
knowledgable in the funerary rites of any 
culture. They can on occasion be called upon 


by clerics and priests for advice on these 


subjects. 
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WARRIOR OF ANUBIS 
Medium celestial, lawful neutral 
| 
| Armor Class 14 
Hit Points 127 (17d8 + 51) 
Speed 35 ft. 


STR DEX CON INT WIS CHA 
18(+4) 15 (+2) 17 (+3) 14 (+2) 16 (+3) 14 (+2) 
a 
) Saving Throws Wis +5, Cha +4 
Skills Athletics +6, Insight +5, Perception +5, Survival +5 


= A Damage Immunities necrotic 


Damage Resistances cold, poison, radiant 

Condition Immunities charmed, exhaustion, frightened, 
unconscious 

Senses darkvision 120 ft., passive Perception 15 

Languages Abyssal, Celestial, Common, Infernal 

Challenge 4 (1100 XP) 


—— 


Judge's Servant. The Warrior of Anubis deals an additional 1d10 
Force damage whenever it hits an Undead creature with a weapon 
or spell attack. 

Additionally the Warrior of Anubis is knowledgeable and 
proficient in the nature and performance of all funerary traditions 
and rites. 


Spelicasting. The warrior of anubis is a 2nd-level spellicaster. Its 
spellcasting ability is Wisdom (spell save DC 13, +5 to hit with spell 
attacks). The warrior of anubis has the following paladin spells 
prepared: 

Cantrips (at will): Chill Touch, Spare the Dying, True Strike 

ist level (3 slots): Detect Evil & Good, Divine Favor, False Life, 
Heroism, Searing Smite, Shield of Faith, Thunderous Smite, Wrathful 
Smite 

2nd level (1 slots): Branding Smite, Gentle Repose, Zone of Truth 


ACTIONS 


Crescent Glaive. Melee Weapon Attack: +6 to hit, reach 10 ft., one 
creature. Hit: 9 (1d10+4) slashing damage. This attck deals an 
additional 3 (1d 6) to living creatures. 


Multiattack. The Warrior of Anubis makes 2 attacks. 


Art hy Sark Natasha 


Warrior of Horus 


A rare few among the priesthood of Horus find 
themselves granted the honor of serving him 
eternally as a Warrior-Priest. 

The Chosen of Horus are elite 
warriors only called upon in the gravest of 
times to battle the mightiest foes of the Gods. 
The march into battle alongside their brethren 
with spear and blade, as well as divine powers 
granted them by their patron. 

All Horus' Chosen are blessed by the 
Gods' own protections, making them all highly 
resilient to the magic of their enemies. 


WARRIOR OF Horus 


Medium celestial, neutral good 


Armor Class 14 
Hit Points 127 (17d8 +51) 
Speed 35 ft. 


STR DEX CON INT WIs CHA 

18(+4) = 15 (+2) 17 (+3) 14 (+2) 16 (+3) 14 (+2) 

EE —————————————————————— 

Saving Throws Wis +5, Cha +4 

Skills Athletics +6, Insight +5, Perception +5, Survival +5, 
Investigation +4, Religion +4 

Damage Immunities radiant 

Damage Resistances poison, necrotic 

Condition Immunities charmed, exhaustion, frightened, 
unconscious 

Senses darkvision 120 ft., truesight 30 ft., passive Perception 15 

Languages Celestial, Common, Primordial 

Challenge 4 (1100 XP) 


rr 


Keen Sight. The Warrior of Horushas advantage on Wisdom 
(Perception) checks that rely on eyesight. 


Divine Awareness. The Warrior of Horus knows if it hears a lie. 


Magic Resistance. The Warrior of Anubis has advantage on saving 
| throws against spells and other magical effects. 


Spellcasting. The warrior of horus is a 2nd-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 13, +5 to hit with spell 
attacks). The warrior of horus has the following paladin spells 
prepared: 
| Cantrips (at will): Guidance, Light, True Strike 
ist level (3 slots): Bless, Command, Detect Evil & Good, Divine Favor, 
Heroism, Searing Smite, Shield of Faith, Thunderous Smite, Wrathful 
Smite 
2nd level (1 slots): See Invisibility, Branding Smite, Zone of Truth 


ACTIONS 


Spear. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft., or range 
20/60 ft., one creature. Hit: 7 (1d6+4) piercing damage. May use this 
weapon in two hands and deal 8 (1d8+4) Piercing damage 


Kopesh. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit 
8 (1d8+4) slashing damage. May use this weapon two handed, 
dealing 9 (1d10+4) Slashing damage. 


Multiattack. The Warrior of Horus makes 2 attacks with either its 
Spear or its Kopesh. 
—_—_=.——_ rm 
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WARRIOR OF RA ' a“ 


Medium celestial, neutral good ' —< 
Armor Class 14 
Hit Points 135 (18d8 + 54) 
. Speed 30 ft., fly 30 ft. (hover) 
» 
» 


STR DEX CON INT WIS CHA 
18 (+4) 14 (+2) 16 (+3) 14 (+2) 16 (+3) 20 (+5) 


Saving Throws Con +6, Wis +6, Cha +8 
Skills Arcana +5, History +5, Perception +6, Religion +5 
Damage Immunities fire from nonmagical attacks, radiant 
Damage Resistances cold, fire, poison a 
Condition Immunities blinded, charmed, exhaustion, 
poisoned, unconscious 
Senses darkvision 60 ft., passive Perception 16, truesight 10 ft. 
Languages Celestial, Common, Primordial 
Challenge 6 (2300 XP) 


Mh ts ti a 


Illumination. The Warrior of Ra sheds bright light in a 10-foot 
radius and dim light for an additional 10 feet. 


Magic Resistance. The Warrior of Ra has advantage on saving 
throws against spells and other magical effects. 


magical. 


Solar Strikes. When the Warrior of Ra hits with a weapon 


Magic Weapons. The Warrior of Ra's weapon attacks are .- 
attack, it deals an additional 3d4 radiant damage. 7 


Innate Spellcasting. The warrior of ra's spellcasting ability is 
Charisma (spell save DC 16). The warrior of ra can innately cast 
the following spells, requiring no material components: 

At will: Command, Light. Produce Flame, Sacred Flame 

3/day each: Blinding Smite, Continual Flame, Daylight, Guiding 
Bolt, Protection from Evil and Good 

1/day each: Dispel Magic, Sunbeam 


| ACTIONS 


Kopesh. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 8 (1d8+4) slashing damage or 9 (1d10+4) slashing damage 
if used in two hands. Plus an additional 7 (3d4) radiant damage 
on a hit. 


Multiattack. The Warrior of Ra makes 2 attacks. 


il Spear. : +6 to hit, reach 5 ft., or range 20/60 ft., Hit: 7 (1d6+4) 
piercing damage or 8 (1d8+4) piercing damage if used in two 
hands in melee. Plus an additional 7 (3d4) radiant damage on a 
hit. 


Sun Scorch. As an action, target creature the Warrior of Ra can 
see within 120 ft must make a DC 15 Constitution saving throw. 
On a failed save the creature suffers (10) 4d4 radiant damage 
and (10) 4d4 fire damage, or half that amount on a successful 
save. 


? . ae © — 
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WARRIOR OF SEKHMET 


Medium celestial, chaotic good 


Hit Points 123 (19d8 + 3 
Speed 30 ft. 
STR DEX CON INT WIS CHA 
20 (+5 16 (+3 4 (+2 14 (+2 4 (+2 16 (+3 
Saving Throws Str +7, Dex +5 
Skills Animal 
+5, Nature +4, Perc 


Damage Resistances fire, p 
Condition Immunities charr 


Languages C 
Challenge 4 (1100 XP) 


Magic Weapons. The Warrior of Sekhmet's weapon attacks are 
magical. Fé 


Solar Strikes. When the Warrior of Sekhmet hits with an attack, 
it deals an extra 3 (1d6) radiant damage (included in the 
attack). 


Innate Spellcasting. The warrior of sekhmet's spellcasting 
ability is Charisma (spell save DC 13). The warrior of sekhmet 
can innately cast the following spells, requiring no material 
components: 

At will: Light. Sacred Flame 

3/day each: Cure Wounds, Guiding Bolt, Healing Word 


ACTIONS 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature. 
Hit: 14 (2d8+5) piercing damage plus an additional 3 (1d6) 
radiant damage. 


Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature. 
Hit: 7 (1d4+5) slashing damage plus an additional 3 (1d6) 
radiant damage. 


Kopesh. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 9 (1d8+5) slashing damage or 10 (1d10+5) slashing damage 
if used in 2 hands. Plus an additional 3 (1d6) radiant damage. 


Multiattack. The Warrior of Sekhmet makes 3 attacks, 1 of 
which can be a bite. 


Roar (Recharge 5-6). The Warrior of Sekhmet roars ferociously 
as an action. Creatures who can hear the roar within 30 feet 
must make a DC 14 Wisdom saving throw or be frightened of 
the Warrior for 1 minute. They can repeat this saving throw at 
the end of each of their turns, ending the effect on a success. 


Spear. Melee Weapon Attack: +6 to hit, reach 5 ft., or range 20/60 
ft., one target. Hit: 8 (1d6+5) piercing damage or 9 (1d8+5) 

piercing damage if used with 2 hands in melee. Plus an 
additional 3 (1d6) radiant damage. 
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} WARRIOR OF SOBEK } bag 


Medium celestial, neutral good é 


i 2 


Armor Class 14 4a 
Hit Points 142 (15d8 + 75) 


¥ 
s . : . . P > a 
22(+6) 14(+2) 20(+5) 14(+2) 16(+3) 14(+2) . 4 
rr ‘ “4 


| Saving Throws Wis +5, Cha +5 
Damage Resistances cold, poison, radiant 
Condition Immunities charmed, exhaustion, frightened, i~~ 


unNncOoNnsCcIOoUusS 


f 


Senses darkvision 60 ft., tremorsense 30 ft. ps 


Gluck. 


erception 
13 

Languages Ce 

Challenge 5 (1 


lestial, Common, Primordial, Deep Speech 


800 XP) 


Magic Resistance. The Warrior of Sobek has advantage on 
saving throws against spells and other magical effects. 


Guardian Of The Nile. The Warrior of Sobek has advantage on 
» 4 melee attacks against creatures who are swimming or 
standing in a body of water. 


Po’ Pe Innate Spellcasting. The warrior of sobek's spellcasting ability 
is Wisdom (spell save DC 14). The warrior of sobek can innately 
cast the following spells, requiring no material components: 

At will: Detect Good and Evil, Detect Magic, Druidcraft, L 
| Guidance, Resistance, Shape Water, Speak With Animals, Water ; — 

Breathing { 

3/day each: Aid, Command, Dispel Magic, Protection from Good 
and Evil, Shield of Faith 

1/day each: Conjure Animals, Dispel Evil and Good, Wall of 
Water 


ACTIONS 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., Hit: 17 (2d10+6) 
piercing damage. A creature hit by this attack is restrained \ 
(escape DC 14). Only one creature can be restrained by the 
Warrior of Sobek in this manner at a time. Creatures restrained 
in this manner are automatically hit by the Warrior of Sobek's 
bite attack. 


Ankh Scepter. Melee Weapon Attack: +7 to hit, reach 10 ft., one 
target. Hit: 10 (1d8+6) bludgeoning damage. 


Sling. Ranged Weapon Attack: +5 to hit, range 30/90 ft., Hit: 4 
(1d4+2) bludgeoning damage. 


Multiattack. The Warrior of Sobek makes 2 attacks. 


Roll Out. When a creature attempts to grapple the Warrior of 
Sobek, they may use their reaction to roll violently, gaining 
advantage on their check to avoid being grappled and dealing 
1d8+6 bludgeoning damage to the creature that attempted to 

| grapple them. 


~ Guus 


LESSER WENDIGO 


Medium fey (wendigo), chaotic evil 


Armor Class 15 (Natural Armor) 
Hit Points 110 (17d8 + 34) 
Speed 30 ft. 


STR DEX CON INT WIs CHA 
18(+4)  16(+3) 14 (+2) 11 (+0) 16 (+3) 8 (-1) 


Saving Throws Str +7, Con +5 

Skills Athletics +7, Intimidation +2, Nature +3, Perception +6, 
Stealth +6, Survival +6 

Damage Immunities cold 

Damage Resistances bludgeoning, piercing and slashing 
damage from nonmagical attacks that aren't silvered 

Damage Vulnerabilities fire 

Condition Immunities charmed, exhaustion, frightened 

Senses darkvision 60 ft., passive Perception 16 

Languages Auran, Common, Giant, Speak With Animals, Sylvan 

Challenge 7 (2900 XP) 


Cannabalize. When the Lesser Wendigo reduces a living 
creature within 5 feet to 0 hit points, it can use its bonus action 
to consume the corpse of the creature. When it does so it 
regains hit points equal to the consumed creature's 
Constitution score. 


Keen Smell. The Lesser Wendigo has advantage on Wisdom 
(Perception) checks that rely on smell. 


Wendigo Fever. Any creature that is reduced to 0 hit points by a 
Wendigo but not killed must make a DC 14 Constitution saving 
throw. On a failed save, the creature contracts Wendigo Fever. 
The DM can dictate other situations that may require a 
creature to make this saving throw. 


Innate Spellicasting. The lesser wendigo’s spellcasting ability is 
Wisdom (spell save DC 14). The lesser wendigo can innately 
cast the following spells, requiring no material components: 

At will: Frostbite, Minor Illusion, Misty Step 

3/day each: Fog Cloud, Ice Knife, Silent Image 

1/day each: Dispel Magic, Knock, Snilloc's Snowball Swarm 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. 
Hit: 9 (1d10+4) piercing damage. When the Lesser Wendigo 
damages a living creature with its Bite, it regains hit points 
equal to half the damage dealt. 


Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
| Hit: 9 (2d4+4) slashing damage. Creatures hit by this attack 
suffer an additional 3 (1d6) cold damage. 


Multiattack. The Lesser Wendigo makes 2 attacks with its 
claws and 1 attack with its bite. 


Unnerving Cry (Recharge 5-6). The Lesser Wendigo can unleash 
a nerve wracking howl. Creatures within 60 feet must make a 
DC 14 Wisdom saving throw. On a failed save a creature is 
frightened of the Lesser Wendigo until the end of its next turn. 


; | Silent Image, Snilloc's Snowball Swarm 5 x 
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| WENDIGO 


Medium fey (wendigo), chaotic evil 


Hit Points 190 (20d8 + 100) 


. Armor Class 16 (Natural Armor) 
| Speed 30 ft. 


STR DEX CON INT WIS CHA 

22 (+6) 16(+3) 20(+5) 12(+1)  18(+4) 8 (-1) 
eeeeeeEEEEEEEEEEEE———E—E—E———— 
Saving Throws Str +10, Con +9 
Skills Athletics +10, Stealth +7, Nature +5, Perception +8, 

Survival +8, Intimidation +3 | 
Damage Immunities cold 
Damage Resistances bludgeoning, piercing and slashing | 

damage from nonmagical attacks that aren't silvered 
Damage Vulnerabilities fire 
Condition Immunities charmed, exhaustion, frightened 
Senses darkvision 120 ft., passive Perception 18 
Languages Auran, Common, Giant, Speak With Animals, Sylvan 
Challenge 12 (8400 xP) 


rr 


Cannabalize. When the Wendigo reduces a living creature 
within 5 feet to 0 hit points, it can use its bonus action to 
consume the corpse of the creature. When it does so it regains 
hit points equal to the consumed creature's Constitution score. 


| Keen Smell. The Wendigo has advantage on Wisdom 
(Perception) checks that rely on smell. 


Wendigo Fever. Any creature that is reduced to 0 hit points by a 
Wendigo but not killed must make a DC 14 Constitution saving 
throw. On a failed save, the creature contracts Wendigo Fever. 
The DM can dictate other situations that may require a 
creature to make this saving throw. 


Wind Walker. The Wendigo can walk on air currents. So long as 

it goes no higher than 100 feet vertically it can effectively hover 

in place on the air and walk about as if it had a fly speed equal 

to its base movement speed. . 


o 


Magic Weapons. The Wendigo's weapon attacks are magical. 


Innate Spellcasting. The wendigo’s spelicasting ability is 

Wisdom (spell save DC 16). The wendigo can innately cast the 

following spells, requiring no material components: . F 
At will: Frostbite, Minor Illusion, Ray of Frost Fo 
3/day each: Dispel Magic, Fog Cloud, Ice Knife, Ray of Sickness, e. 


1/day each: Blindness/Deafness, Darkness, Elemental Bane 
[Cold], Ray of Enfeeblement, Sleet Storm 4 


ACTIONS 


Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 
17 (2d10+6) slashing damage plus an additional 7 (2d6) cold 
damage. 


Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature. 
Hit: 15 (2d8+6) piercing damage. When the Wendigo damages 
a living creature, it regains hit points equal to half the damage 
dealt. 


Unnerving Howl. When the Wendigo damages a living creature 
it can let out a horrific cry as bonus action. Creatures within 30 
feet must make a DC 16 Wisdom saving throw. On a failed save 
they are frightened of the Wendigo until the start of the its 
next turn. 


Multiattack. The Wendigo makes 2 claw attacks and a bite 
attack on its turn. 


CComcbraw by fircbringerazel 


STORM WOLF 


Large monstrosity, chaotic neutral 
Armor Class 13 é 

Hit Points 75 (10d10 + 20 
Speed 50 ft 


Skills Perception +5, Stealth +3 
Damage Immunities tnin 
Senses passive Perception 15 
Languages Co on, Giant, Primordia 
Challenge 3 (7 


—EE 


Keen Hearing And Smell. The wolf has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 


Pack Tactics. The wolf has advantage on an attack roll against 
a creature if at least one of the wolf's allies is within 5 feet of 
the creature and the ally isn't incapacitated. 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. 
Hit: 11 (2d6+4) piercing damage. If the target is a creature it 
must succeed a DC 14 Strength saving throw or be knocked 
prone. 


Static Burst. Ranged Weapon Attack: +3 to hit, range 5 ft., 
Creatures within 5 feet. Hit: 4 (1d8) lightning damage. 
Creatures hit can't take reactions until the start of their next 
turn. 


Thunderous Howl (Recharge 5-6). The wolf emits a wave of 
thunderous force that sweeps out from it. Each creature ina 
15-foot cube originating from the Wolf must make a DC 14 
Constitution saving throw. On a failed save, a creature takes 
2d8 thunder damage and is pushed 10 feet away. On a 
successful save, the creature takes half as much damage and 
isn’t pushed. 

In addition, unsecured objects that are completely 
within the area of effect are automatically pushed 10 feet away 
from the Wolf, and the howl emits a thunderous boom audible 
out to 300 feet. 


Storm Wolf 


In places where the sky strikes the land with 
lances of lightning there are creatures known 
as Storm Wolves. These beasts prowl such 
places in search of prey. 

As with all wolves they are pack 
hunters well known for taking down larger 
creatures in groups, but even a sole predator is 
extremely dangerous. The Storm Wolf earns 
its name from the crackling electrical current 
coursing across its fur at all times and its 
ability to unleash these energies in bursts to 
stun prey. 

In addition to this they are known to 
emit thundering howls that can be heard from 
leagues away. Howls which legends say can 
tear a man apart with the force of their 
intensity. 

With age these predators grow even 
more powerful. So those who travel their 
hunting grounds should be wary of unchecked 


storm wolf populations. 
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GREATER STORM WOLF 


Large monstrosity, chaotic neutral 


Armor Class 13 (Natural Armor) 
Hit Points 105 (14d10 + 28) 
Speed 50 ft. 


STR DEX CON INT WIS CHA 
} 20(+5) 13 (+1) 15 (+2) 8 (-1) 13 (+1) 9 (-1) 
/ 


Skills Perception +4, Stealth +4, Survival +4 
Senses passive Perception 14 

Languages Common, Giant, Primordial 
Challenge 5 (1800 XP) 


Keen Hearing And Smell. The wolf has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 


Pack Tactics. The wolf has advantage on an attack roll against 
a creature if at least one of the wolf's allies is within 5 feet of 
the creature and the ally isn't incapacitated. 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. 
Hit: 12 (2d6+5) piercing damage. If the target is a creature it 
must succeed a DC 14 Strength saving throw or be knocked 
prone. 


Multiattack. The Greater Storm Wolf makes 2 Bite attacks. 


Splitting Howl (Recharge 5-6). The Greater Storm Wolf lets 
loose a 30 foot of shattering sound. Each creature within the 
area of effect must make a DC 14 Constitution saving throw. 
On a failed save a creature suffers 4d8 thunder damage and is 
deafened until the end of your next turn. On a successful 
saving throw, they take half as much damage and are not 
deafened. 

In addition, unsecured objects that are completely 
within the area of effect are automatically pushed 10 feet away 
from the Greater Storm Wolf, and the howl is audible out to 
300 feet. 


REACTIONS 

Static Discharge. When the Greater Storm Wolf is hit with a 

melee weapon attack, it can use its reaction to cause all 

creatures within 5 feet to suffer 3 (1d6) lightning damage. 
ees 


ELDER STORM WOLF 


Large monstrosity, chaotic neutral 


Armor Class 13 (Natural Armor) 
Hit Points 127 (17d10 + 34) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 

16 (+3) 13 (+1) 14 (+2) 10 (+0) 14 (+2) 16 (+3) 
eee 
Saving Throws Int +3, Wis +5, Cha +6 
Skills Arcana +3, Perception +5, Survival +5, Stealth +4 
Damage Immunities lightning 
Damage Resistances thunder 
Senses passive Perception 15 
Languages Common, Giant, Primordial 
Challenge 6 (2300 XP) 
eeeeEeEEE———EEEEE———— 
Keen Hearing And Smell. The wolf has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 


Pack Tactics. The wolf has advantage on an attack roll against 
a creature if at least one of the wolf's allies is within 5 feet of 
the creature and the ally isn't incapacitated. 


Innate Spellcasting. The elder storm wolf's spellcasting ability 
is Charisma (spell save DC 14). The elder storm wolf can 
innately cast the following spells, requiring no material 
components: 

At will: Light. Shocking Grasp, Thunderclap, Thunderwave 

2/day each: Absorb Elements, Witch Bolt 

1/day each: Lightning Bolt, Shatter, Thunder Step 


ACTIONS 


Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. 
Hit: 11 (2d6+4) piercing damage. If the target is a creature it 
must succeed a DC 14 Strength saving throw or be knocked 
prone. 


| Static Bolt. Ranged Spell Attack: +6 to hit, range 30/50 ft., one 
target. Hit: 11 (2d10) lightning damage. 


Multiattack. The Elder Storm Wolf makes 2 attacks. 
— 
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STORM WoLF ALPHA 


Large monstrosity, chaotic neutral 


Armor Class 14 (Natural Armor) 
Hit Points 144 (17d10 + 51) 
Speed 50 ft. 


STR DEX CON INT WIS CHA 
22(+6) 14(+2) 16 (+3) 10 (+0) 12 (+1) 12 (+1) 


Saving Throws Str +9, Con +6, Cha +4 

Skills Stealth +5, Perception +4, Survival +4, Intimidation +4 
Damage Immunities lightning 

Damage Resistances thunder 

Condition Immunities frightened 

Senses passive Perception 14 

Languages Common, Giant, Primordial 

Challenge 8 (3900 XP) 


Keen Hearing And Smell. The wolf has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 


Pack Tactics. The wolf has advantage on an attack roll aga inst 
a creature if at least one of the wolf's allies is within 5 feet of 
the creature and the ally isn't incapacitated. 


Static Shroud. Whenever the Storm Wolf Alpha is touched, 
grappled, or hit with a melee attack by a creature within 5 feet 
that creature suffers 6 (1d12) lightning damage. 

In addition, the Storm Wolf Alpha deals an additional 
1d12 lightning damage on all melee attacks (already added). 


Innate Spellcasting. The storm wolf alpha's spellcasting ability 
is Charisma (spell save DC 12). The storm wolf alpha can 
innately cast the following spells, requiring no material 
components: 

At will: Thunderclap, Thunderwave 


ACTIONS 


Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature. 
Hit: 15 (2d8+6) piercing damage. This attack deals an additional 
6 (1d12) lightning damage. If the target is a creature it must 
succeed a DC 14 Strength saving throw or be knocked prone. 


Multiattack. The Storm Wolf Alpha makes 3 attacks. 


